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Interplay’s pulsating 
platformer, developed 
by games legends 
Shiny 

Entertainment, is / 

a real corker. ( 

Packed with per¬ 
plexing puzzles, 
malevolent monsters 


Fifth ' 
Element 


Exclusive review of Sony’s 
top film license. Can Leeloo 
^ and Korben save the world? ^ 
Can Bruce Willis make another 
action film before the rest of his 
hair falls out? Can you stop drool¬ 
ing over our gorgeous Leeloo pics 
long enough to read the review? Turn 
to Page 54 and find out... 


SOLUTIONS 

SPECTACULAR! 

In case you hadn’t 
noticed, there’s a 200- 
page solutions book 
free with this month’s 
mag. extreme 
Solutions Volume i 
features complete 
solutions to Tomb 
Raider II, Tekken 3, 
Final Fantasy VII, 

Crash Bandicoot 2 and 
more. 

If Solutions Volume 1 
is to your liking, stay 
tuned for the 
inevitable second vol¬ 
ume in the series, 
coming soon. 


TOMB RAIDER II 9 / 
RESIDENT EVIL 2 Ji' 
TEKKEN III > \ 
FINAL FANTASY VII ^ 
WARHAMMER: DARK OMI 
DEATHTRAP DUNGEON 
CASTLEVANIAX 
NIGHTMARE CREATURESi 
CRASH BANDICOOT 2 
KLONOA J 

PANDEMONIUM 2 f 


REGULARS 


Signals. 

If it’s news, it’s here. 


Expected...12 

Want to know what you’ll be playing 
in a few months’ time? Read on... 


Feature; Activate *98.34 

Activision’s scorching new line-up 
exposed. 

X-Rated.40 

The definitive buyer’s guide to the 
latest PlayStation games. 

X-Rated Platinum. 74 

Budget games reviewed and rated. 

X-Rated Import.78 

We test the best of the overseas 
games. 

Feature; High Fliers.82 

We look at PlayStation flight sims. 

Tips & Cheats.88 

Need a code? Try this load... 

Exchange.92 

Readers’ writes on all things PSX. 

Stuff.9^1 

We check out the latest PlayStation 
preipherals. 

Subs 81 Back Issues.95 

Complete your collection. 

Next Issue.98 

How could you miss it? 


GAMES BLOWN Wl. 







offering puts the 


emphasis on brains AND 




















Spyro the Dragon 


Atlantis. 

BioFreaks. 

B-Movie. 

Carpocalypse Now 
Constructor. 
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Joke of the month: 

A new Bill Clinton home computer has been launched. It has a six-inch hard drive but no memory. 


Kartia.. 

NFL Extreme 


platinum 


import games 


90-100% 

A near-perfect classic; outstand¬ 
ing example of its genre. 

80-89% 

Not quite top-of-the-league, but 
great fun nonetheless. 

70-79% 

Still not a bad game, but consid¬ 
erable room for improvement. 

60-69% 

Significant flaws creeping in - 
think carefully before buying. 

50-59% 

Decidedly average - nothing to 
write home about. 


30-49% 

Hardly any fun to be had here. 
Definitely not worth buying. 


Abe’s Oddysee 

Doom. 

TOCA. 


0-29% 

Disastrous - you won’t want to 
play it twice. 


GAME 

GUIDE 




Editorial 


First of all, apologies for the 
late arrival of last month’s 
issue. This was caused by 
gremlins at the printing 
works. Worth the wait, 
though, wasn’t it? The Power 
Tips Cards, designed to fit 
snugly into your game box 
and be on hand every time 
you play, went down a storm - 
we’ll be offering more in the 
future. This month we’ve 
another great gift, a 200- 
page solutions book featur¬ 
ing the best PSX games. If 
you’re stuck in any of the 11 
games featured in our block¬ 
busting book, the answer to 
your problems are there. Look 
out for extreme Solutions 
Volume 2 sometime in the 
near future. 

That’s all for now - enjoy the 
issue, and come back for 
more next month. 

Ian 


How we rate 
the games • •• 


This near-perfect arcade conversion takes the Mortal 
Kombat series into the realms of 3D, with incredible suc¬ 
cess. Midway wisely returned to 
the game’s roots, 
retaining fewer fin¬ 
ishing moves and 
beefing up the 
gameplay instead. 

We’re delighted! 


Crash Bandicoot 3. 33 

D.l.R.T.24 

Madden NFL’98.12 

Dungeon Keeper 2.17 

Ed Hunter.20 

Egypt.14 

EWJ 3D.17 

Formula 1 *98.26 

Honda.14 

Knockout Kings.14 

LAPD.13 

Live Wired.16 

Metal Gear Solid.23 

RC Stunt Copter.15 

Rogue Trip.28 

Shao Lin.16 

Small Soldiers.18 

Spyro the Dragon.32 

Star Control 4.16 

Streak.31 

TOCA 2.15 

Urban Chaos.13 

Tribal.13 


X-rated 


Azure Dreams.50 

Fifth Element.54 

ISS Pro ’98.66 

Mortal Kombat 4.40 

Pax Corpus.68 

Pet in TV.52 

R-Types.58 

San Fransisco Rush.46 

V-Ball. 44 

Versailles.69 

Wild 9.62 

WWF Warzone.60 



























































ACTIVISIOIM 
ENTER THE 

MAGIC 

KIIMGDOIVI 

A ctivision have bought the rights to publish video games based on six top Disney 
titles. Three of the games will be based on forthcoming Disney films including 
Toy Story 2, while three are to be licensed from classic Disney animations from 
the past. At the time of writing, only Toy Story 2 is confirmed. 

The first of the games are likely to appear some time next year, 




S ony have dropped the price of many leading 
PlayStation peripherals in the run-up to 
Christmas. Several acclaimed items have been 
discounted by up to 35%, a huge saving. 

The Multi Tap, an essential piece of kit if you want to 
play games in four-player mode, is reduced from £32.99 
to £19.99. The Dual Shock Controller, featuring twin 
analogue sticks and force feedback, falls from £24.99 
to £19.99 standard controllers from £17.99 to 
£9.99. Memory cards are now £9.99, lowered from 
£14.99. 

Sony were once the most successful peripherals 
manufacturer in video games, but recently have seen 
their market share eroded by third party manufacturers 
who match them on quality but beat them on price, 
most notably Joytech. This price drop could see them in 
the lead once more. 

“The PlayStation's success has been great news for 
everyone”, said Sony’s marketing director Alan 
Welsman. “The better we do, the more empowered we 
are to pass on our success to our customers”. 


SOIMY 

PERIPHERAL 

PRICE PLUIVGE 




RETURIM OF THE SPACE lIMVADERS... 

ctivision are to produce a 32-bit update of the game which launched the video games craze, Space 
> Invaders. The 1978 Taito coin-op saw the player defending the Earth from roving aliens, who moved in 
^formation from right to left across the screen, moving down when they reached the sides. The player 
operated a base from which he shot at the critters and their saucers, which occasionally flew overhead. He 
had three controls to master - Left, Right and Fire. No news about how the game will be updated for the late 
90s are available - it could even be 3D. However, Activision seem likely to offer the original game alongside 
the update. 

“Space Invaders and Asteroids pioneered the arcade industry”, said Robert Kotick, Activision’s chairman. 

Having licensed both of these titles, Activision will bring two of the most successful arcade games ever to multiple platforms”. For more information 
on Activision’s Asteroids update, check out this issue’s Activate ‘98 feature. 
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■=QE5 DOWIM A GEAR 

U bi Soft have slashed the price of Tommi Makinen Rally to a mere 
£19.99, even though it was released only a week and a half earlier. 

The game, which Ubi Soft bought from Europress, performed poorly 
due to a combination of factors, including the current 
glut of driving games and the fact that it’s no 
bloody good (EPM scored it at 41% in 
Issue Seven). 

“It was due to a combination of 
things”, says Ubi Soft’s Alison 
Turner. “It’s just gone into the 
Top 20 at the lower price”. 
Steve Cooke of Computer 
Mania, Scarborough, is 
, less circumspect. Quoted 
in the industry paper 
Computer Trade Weekly, 
he said, “Tommi Makinen 
drives like a brick. It’s the 
worst driving game the 
PlayStation has ever seen”. 


P22MRE 


<S) 


WORM THEIR WAY BACK ONTO P§X 


M icroProse, long established as kings of the strategy and 
simulation game, are to return to the PlayStation with 
three titles pencilled in for next year, with Worms 2 
leading the way. This will be followed by driving sim Stadium 
Grand Prix and platform adventure P.l.G. 

Worms 2, the company’s first PlayStation release for over a 
year, hits the shelves in Easter, along with P.l.G. Stadium Grand 
Prix won’t be ready until the Summer. 


GADGETS 


the bog or exploring the 
Arctic, you know we’re in 
the middle of a yo-yo 
craze. Everyone seems to 
have one. 

Today’s yo-yos, unlike 
those our grandparents 
played with, are sophisti¬ 
cated pieces of technology. For example, Bandai’s 
Yomega X-Brain shown here features a clutch mecha¬ 
nism which allows it to spin at the bottom of the string, 
making it easier to perform tricks like the pros. 

In Japan, where the Yomega was launched in 1997, 
the pastime is rapidly gaining sport-like status, with yo¬ 
yo events attended by up to 40,000 kids taking place all 
over the country. Some venues offer a dark tent for yo¬ 
yos with strobe effects built in. We’re unlikely to go that 
yo-yo crazy here in the UK, but the trend is certainly 
catching on. 

If you’re after a Yomega X-Brain, a professional-quali¬ 
ty yo-yo, they cost £7.99 and are available from most 
good toy shops. More Yomega devices are to follow 
later in the year. 


U nless you’ve spent 
the last couple of 
months locked in 
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POST TASTE 



ISS PRO ’98 
SOLID OFFER 

T he initial shipment of Konami’s 
ISS Pro ‘98 will also contain a 
two-level demo of the long-await¬ 
ed Metal Gear Solid. The demo, which 
is fully playable, is more than enough 
to illustrate the game’s unique mix of 
strategic stealth and arcade action. 

ISS Pro ‘98 is released on 18th 
September, and costs £39.99. The 
demo will only be packaged with the 
first batch, but if you order early you’re 
bound to get one. 



GEARS UP FOR 



WILD THIIMGS 

OFFER SOFT TOUCH 

W ild Things, developers of computer and console accessories, are to 

launch several new products at this month’s European Computer Trace 
Show. Over 20 new devices will be launched, including several for the 
PlayStation. 

The Soft Touch pad offers ‘an amazing soft 
finish to enhance gameplay feeling’ (what¬ 
ever that means). For driving fans 
the PSX Steering Wheel features 
turbo functions and dual feed¬ 
back. Two new controllers will be 
launched too, the analogue dual 
force feedback controller, 

KickBack, and the similar Primal 
Pad, which also includes Turbo 
and Slow functions. 

Howard Jacobson, Wild 
Things’ managing director, said, 

“we always aim to provide high 
quality, innovative and fully fea¬ 
tured products at the most competi¬ 
tive prices”. We’ll test these claims 
with full reviews soon. 



•Mv 



E very issue we pick 
out the best and 
worst picture post¬ 
cards sent as competi¬ 
tion entries and give the 
sender a prize so bad it 
would embarrass 
Blankety Blank. This 
month’s winners are 
Simon Butler of Sutton- 
in-Ashfield and Brian 
Traylor from Glasgow. 

Simon’s effort was 
streets ahead in the 
‘worst card’ category. 
Nothing else even came 
close to its bad chocolate 
box-style art and mushy 


message (‘Red and White 
Roses: Unity’? Bleugh!). 
It’s so twee even your 
granny would hate it. On 
the other hand, Brian 
sent us a print of HR 
Geiger’s Biomechanoid 
Landscape III, a dark and 
oppressive piece of art 
that makes your blood 
run cold. We just hope 
we’ve printed it the right 
way up. 

Brian and Simon each 
win a novel sent to us as 
print samples. 
Sophisticated they ain’t, 
but they’ll do as presents 
for young relatives. 

Think you can do bet¬ 
ter? When entering a 
competition in EPM, think 
about your card - you 
might just find yourself 
on this page. 


CODEMASTERS HIT THE FLOOR WITH DAMCE MIX 


F ollowing Sony’s lacklustre music creator Fluid, Codemasters are hoping 
to do better with their forthcoming Dance Music Creator. Developed by 
Liverpool-based company jester Interactive, the ‘game’ has been pen¬ 
cilled in for a November launch. Catering for all abilities, beginners can lay 
down pre-set four-bar riffs, with the more advanced can create entire 
scores. It also features a powerful animation suite for visual sequences. 


The creator is designed to allow you to create dance and club-type tracks 
ranging from funk, garage, big beat, techno and jungle. It will be aimed at 
16-24-year-olds and demos will be made available in clubs and discos. 

“The product will be cool but fun”, says marketing director Mike Hayes. 
“We don’t want to take ourselves too seriously, but we don’t want to be too 
frivolous. It’s a fine line, but one we can manage”. 



TRIUMPH AIMD AGOIMY 


NBA Jam Extreme / Space Jam ^ 

N ot everyone liked NBA Jam Extreme, with ^ 

its arcadey, coin-op friendly approach to 4. | 

basketball. Its detractors questioned its J 

long-term playability and argued it favoured ^ ^ 

quick-thrill gimmicks over solid simulation. True ^ 

enough, but it basically worked - it was fun to Jy- 
play, easily accessible and a hoot with a few *5^/ 
friends. Besides, it never claimed to be an accu- 
rate simulation of the sport - everyone who 
bought it knew what they were getting (apart 
from the dickheads who part with £40 for a 
game without bothering to read reviews), and no one was ripped off. 
Not so with Space Jam. 

It was inevitable some company or another would snap up the 
licence to the Space jam film and tweak the engine from a previous bas¬ 
ketball game to create a PSX interpretation thereof. The disastrous 
quality of Space jam, however, was far from inevitable. Playing teams 
made up of a mix of NBA stars and cartoon characters (makes sense if 


you’ve seen the film), what you get is a cut-down, chewed-up and spat 
out version of NBA jam. The action is slow and awkward and demands 
virtually no skill. 

If you want an accessible, arcadey basketball game, get NBA jam 
Extreme. Space jam shares all Its limitations, offers none of its strengths 
and plays like a turd. The only major criticism of NBA jam was that It 
lacked depth. Space jam’s developers saw this and... made It shallower! 
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COMPETITION 

FKB Publishing have very kindly given us five copies of Tekken 3 Fighting Guide to give away, with one lucky win¬ 
ner getting a copy of the game itself to go with it. To stand a chance of winning, just answer the following question: 

•WhichTekken character is an assassin from Ireland? 

Answers on a postcard to Tekken 3 Compo,, extreme PlayStation, 22 Strand Street, Poole, Dorset BH15 1SB. 
Entries that arrive after 25th September will be pulped. 


NEW NIGHT GLOW!! 

DECAL KITS 


CALL 
ECU ON- 

01992 534144 

CHEQUES & POSTAL ORDERS 
MADE PAYABLE TO: 

ECR. 

7A CURRIE ST 
HERTFORD 
HERTS S013 7DA 


ALSO AVAILABLE FROM: 


S^«eUI ' 

« Rtservt 


01993 044885 01279 800204 




TEKKEIXI 3 


BROUGHT TO BOOK... 


IT’S ^GOOBIXIIGHT’ TO HAVE A iXIICE OAY 

S ensible Software’s blaster Have a Nice Day has been canned due to 
production problems. The game, described as a ‘Quake-style 3D 
shooter with a difference*, ran into difficulties in development and 
Sensible Software felt they couldn’t invest the money to get it right. 

Sensible Software, who had a string of hits on the 8- and 16-bit computers 
including Wizball, Parallax, MicroProse Soccer, Sensible Soccer and Cannon 
Fodder, built a reputation as producers of highly playable and original games. 
However, the company ran into financial difficulties when their 16-CD PC epic 
Sex, Drugs and Rock ‘n’ Roll proved too controversial to be published. With lit¬ 
tle money coming in, continuing with Have a Nice Day just wasn’t viable. 

Sensible Soccer is being converted to the PSX and published by GT as 
Sensible Soccer 98/99 in November. The next Sensible game after that, 
however, is less certain. A Cannon Fodder conversion has been discussed, 
but the people involved would want substantial changes to the 16-bit orig¬ 
inal. “Development takes such a long time, we have to restructure the 
company so it can handle it”, said Sensible’s main man, jon Hare. 


LARA BROUGHT TO BOOK TOO... 


N ot SO welcome is Lara’s Book, a glossy 190-page 
tome from Prima Publishing. Costing a ridiculous 
£15.99, it’s full colour throughout and offers 
strategies and secrets for Tomb Raiders I & II as well as 
the PC game Tomb Raider Gold, but also original Lara 
Croft fiction, thousands of Lara pictures, interviews 
with the designers and developers, Lara stats and an 
outline of her fan clubs, internet sites and the like. 

It has its moments, but a brief flick through the 
pages reveals it’s scrappily put together and as much space has 
been wasted as used. Nice idea, but it doesn’t quite come off. 


F KB Publishing have produced a 
player’s guide to the newly-released 
Tekken 3. Called Tekken 3 Fighting 
Guide, it offers detailed tips and strate¬ 
gies for the PSX’s premiere beat-’em-up. 
Every move for every character is cov¬ 
ered, and many are illustrated using full- 
colour screenshots. All the cheats are 
included too. 

Also from FKB Publishing is Definitive 
PlayStation Cheats, Tips & Solutions 2. A 
comprehensive A to Z cheats guide, the 
book covers more than 150 games and 
includes 14 full solutions. 

Tekken 3 Fighting Guide costs £8.99, 
Definitive PlayStation Cheats, Tips & 
Solutions 2 retailing at £9.99. Both are 
available from Game, Electronics 
Boutique, Virgin, HMV and other good 
computer games stores. 


CLASSIC MOIVIEIMTS ll\l VIDEOGAIVIE VIOLEIVICE 


Y OU can’t get much more classic than this. Palace 
Software’s Barbarian, from way back in 1987, set 
new standards for video games gore. 

Don’t think Mortal Kombat was the first beat-’em-up to 
let you kill your foe. Here, with a well-placed sweep of 
your sword, you could take an opponent’s head clean off, 
leaving our green-skinned vertically-challenged friend to 
drag away his bleeding body. The game also courted con¬ 
troversy with its advert, featuring a scantily-clad Maria 
Whittaker and a huge bodybuilder with a furry nappy and 
a sword. He later became Wolf from the Gladiators. 

Given the limitations of the machines used a decade 
ago (the screenshot is from the C64 version), there’s 
only so much gore the game could offer, but its ground¬ 
breaking violence earns it a place in the Classic 
Moments in Videogame Violence hall of fame. 






Who are the people who produce 
EPM every month? The team were 
asked what real-life celebrity 
would they most like to see fea¬ 
tured in our covergame, Mortal 
Kombat 4. Their answers were 
revealing to say the least... 

IAN OSBORNE 

Mike Tyson for me. With his boxing 
career in tatters he needs the work, and 
let’s face it - you could get some great 
bite-the-ear/slap-the-missus special 
moves out of him. To celebrate a victory, 
he could drink lots of beer and swear. 


MEET THE TEAM 

RUSSELL BARNES 

David Beckham. Every time he 
kicked he would be sent off and lose 
the fight, but if he keeps his feet to 
himself and gets the crap kicked out 
of him, it would be very satisfying to 
see him fall victim to a Fatality. 

ALAN KING 

How about all four members of The 
Spice Girls against Geri? Their fight 
moves would be well co-ordinated but 
lacking in substance, but it’s a great 
excuse to see them all in skimpy outfits. 


DOUG WILLIAMS 

Bill Clinton, perhaps? He could take 
on the forces of evil (the press), per¬ 
form the Goro’s Lair Stage Fatality 
and deny that it was him that killed 
his foe - he only punched them into 
the air, it was the spikes that did it. 

MIKE COOK 

Jeremy Beadle, for reasons too obvi¬ 
ous to explain. Perhaps OJ Simpson 
too - everyone has a weapon in 
Mortal Kombat 4 , and his could be an 
invisible knife that doesn’t really exist. 
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DEVELOPER RELEASED 


Winter ’98 


e IXlaw 




T his one is a con¬ 
version of the PC 
games 

Carmageddon and 
Carmageddon 2 on a 
single PSX CD. The 
game caused a great 
deal of controversy on 
the PC due to its level 
of violence against 
innocent people, but 
with a few tweaks SCI 
were able to release it. 

Ever seen the early Sly Stalone film Death Race 2000? If 
so, you know the score - a driving race where you’re actively 
encouraged to batter opponents off the track Michael Schumacher-style, 
winning (in the game, at least) credits to upgrade your vehicle. Trouble is, 
you can also mow down pedestrians too. These were banned by the BBFC - 


although the decision was overturned on appeal, 
green-blooded aliens were included instead of people. The 
PlayStation version will feature zombies. 

We’ve very little to show you at the moment, but watch out for a more in- 
depth preview next month. 


Madden IMFL 99 


I f you’re already a fan of American football, you’ve probably played an EA 
John Madden-licensed game before. If not, what can this, the latest ver¬ 
sion of a much-respected series, do for you? 

According to EA, as well as offering in-depth gameplay, authentic NFL 
strategies and well over loo teams past and present, it also addresses the 


issue of beginners who have never played a gridiron game before. Using a 
one-button interface, the inexperienced player can pick up a controller (the 
game’s Dual Shock compatible) and pick up the basics almost immediately. 
When you’ve more experience, you can take over the game’s higher func¬ 
tions. To find out how successful this is, check out next month’s review. 



PUBLISHER 

Electronic Arts 

DEVELOPER 

Electronic Arts 

RELEASED 

September ’98 
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RELEASED 

TBA 


PUBLISHER 

Eidos 


DEVELOPER 


RELEASED 

TBA 


PU BLISHER DEVELOPER 

Sony CEE Radical Entertainment 


Mucky Foot 
Productions Ltd 


Tribal 




I n the distant future, a tyranni¬ 
cal global government has out¬ 
lawed all cultural expression, 
creating a uniform, homogenous 
society. A group of rebellious 
young punks are having none of it 
- they trawl the history books and 
recreate the fighting styles of 
their waning cultures - yes folks, 
it’s a beat-’em-up. 

This particular beat-’em-up fea¬ 
tures 11 characters with their own 



fighting styles, 33 3D arenas, over 
1,000 lines of professionally- 
recorded voice-over taunts, 11 in¬ 
game music tracks and victory 
music for each character. There 
are also 25 ‘environment obsta¬ 
cles’, including trampolines, con¬ 
veyor belts, water pools and trap¬ 
doors. We’ve only seen a few illus¬ 
trations of the game so far, but it’s 
one we definitely look forward to 
playing. 


PUBLISHER DEVELOPER RELEASED 

Electronic Arts Electronic Arts October ’98 


Future Cap 

L.A.P.D. 





OS Angeles, 2100 AD. The 
cops now ‘drive’ hovercars 
which turn Transformers-style 
into walkers at the press of a but¬ 
ton. Just the job for beating up 
motorists in front of video cam¬ 
eras... 

It’s basically a Strike game with 
the neat gizmo instead of the heli¬ 
copter, even down to the player 


having a gun, medium rockets and 
heavy rockets at his disposal. It’s 
not easy, but the all-action game- 
play could prove very effective - 
you’re certainly not short of things 
to do. At the time of writing, the 
camera’s a little more mobile than 
it needs to be, but this will proba¬ 
bly be corrected in the final ver¬ 
sion. 



Urban 

Chaos 




P repare to enter a turbulent urban cityscape at the turn of the millen¬ 
nium. It’s a lethal world of anarchy and confusion, where 
predictions of Armageddon may be more than pure fan¬ 
tasy. Sounds like the real world to us, but instead it’s a 3D 
game from Eidos in which you can explore every corner of a 
‘living, breathing city’. Your task is to topple the various 
street gangs making life a misery for the decent citizens. 

Urban Chaos features a realistic city model, a huge 
variety of characters and vehicles, hand-to-hand and 
weapons-based combat and environmental effects such 
as rain, snow, fog and daylight. 
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PUBLISHER DEVELOPER RELEASED 

Funsoft Interactive October ’98 

Entertainment 




Caslrol Honda 
Superbike 


T ne tine s a bit of a 

mouthful, but judging by 
the screenshots, this 
could well be the ‘Fi of 
motorcycle racing’ as 
claimed by its publishers. 
Already well received on 
the PC, the PlayStation 
game will feature realistic 
bike handling, a split-screen 
mode, link cable option, and 
Test, Race, Grand Prix and World Championship 
single-player challenges. You can race up to 23 computer- 
controlled opponents, which is impressive given the level of 
detail. We’ve no idea how it plays yet as we’ve only seen 
these screenshots, but look forward to a full preview soon. 



PUBLISHER D EVELOPER RELEASED 

Cryo Interactive Interactive October ’98 

Entertainment Entertainment 


Egypt 1156BC: 

Tomb of the Pharaoh 


W e’ve played an early 
demo of this one, 
consisting of an 
Ancient Egyptian 
boardgame in the draughts 
mould. It looked quite 
interesting, but was diffi¬ 
cult to understand without 
instructions. 

The game as a whole is 
an adventure set (surprise, 
surprise) in Ancient Egypt. 
The graphics and speech 
are up to the same high 
standards as the beautiful 
Versailles and forthcoming 
Atlantis, and under advice 


from the Louvre Museum’s 
leading Egyptologist, a high 
degree of historical accura¬ 
cy has been maintained. 

The aim of the game is to 
prove your father innocent 
of a charge of plotting to 
rob a royal tomb. According 
to Cryo, it will take 25 
hours of gameplay to com¬ 
plete this quest, which 
doesn’t sound a lot, but we 
wish we had a fiver for 
every title with grossly 
inflated playing time claims 
- perhaps Cryo’s estimate is 
simply realistic. 



World Champianship 



Knockoul: Kings 

PUBLISHER DEV ELOPER RELEASED 


Electronic Arts 


Electronic Arts 


G oing head to head with jVC’s 

Victory Boxing 2 is EA’s Knockout 
Kings, a boxing sim featuring 38 
genuine boxers covering three weight 
categories and several decades’ boxing 
history. Ever wondered whether 
Muhammad Ali would beat Rocky 
Marciano, Lennox Lewis or jack Demsey? 
We’ll never know for sure, but with 
Knockout Kings you can set up your own 
fights between these all-time greats, or 
create and train a pugilist of your own. 

A great deal of attention has been 
applied to the presentation, with com¬ 
mentary, entry music and crowd sounds. 
The fighters have their own signature 
moves, and as the motion capture has 
been filmed using Oscar De La Hoya, 
Shane Mosley and Sugar Ray Leonard, 
you can be sure the moves are accurate. 
Realistic boxing rules are catered for, but 


these can be switched off if you wish. 

Also featured in the game is 
Butterbean, an obese heavyweight who 
fights four-round exhibition matches with 
sheer brutality rather than boxing skills. 
It’s not the Noble Art, but he has a cult 
following in the States. It’ll be interesting 
to see how he fares against Knockout 
Kings’ more ‘traditional’ fighters. 
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PUBLISHER DEVELOPER RELEASED 

Interplay Shiny Entertainment TBA 


R/C Stunt 


Copter 



T his is a game like no other. 
Based on remote control heli¬ 
copters and making full use of 
both sticks on the analogue pad 
(hurrah!), R/C Stunt Copter is a 
software toy you can play for hours 
or in a spare ten minutes, however 
the mood takes you. 

Flying a hanger-ful of choppers 
based on genuine remote controlled 
helicopters, you take on a series of 
missions of increasing difficulty. 

Your first task is simply to hit the 
side of a barn, but even this isn’t 
easy - a chopper facing in any direc¬ 
tion other than forwards is very dis¬ 
orientating Oust like the real thing), 
and balancing the collective and 
directional controls takes consider¬ 
able practice. Good job you can 
select an easy mode where the 
chopper has four stabilisers, which 
look a little like tennis balls on 
beanpoles. Later you must fly 
through hoops, burst balloons and 
land in awkward places. 

Developers Shiny Entertainment 
recruited World R/C Helicopter 
Champion Curtis Youngblood for 
technical advice on the choppers’ 
handling, so you’re sure for an accu¬ 
rate simulation. This doesn’t mean 
it’s for tech-heads only - the empha¬ 
sis is definitely on fun, with colour¬ 
ful graphics, bouncy tunes and 
tongue-in-cheek presentation. 

R/C Stunt Copter is unlikely to 
become as huge a seller as a Tekken 
or Tomb Raider game, but with inno¬ 
vation and originality in seriously 
short supply it’s great to see some¬ 
one try something new. The early 
version we’ve played is great fun, so 
we hope the game will reap rewards 
beyond kind words and a cult fol¬ 
lowing. 



PUBLISHER 

Codemasters 


DEVELOPER 

Codemasters 


RELEASED 

Winter ’98 


TOCA E 


T he first TOCA’s now on 

Platinum, so TOCA 2 needs to 
make significant improve¬ 
ments on its brilliant predecessor 
to justify the extra dosh. This fact 
isn’t lost on Codemasters. Their 
advanced graphics engine has 
been considerably enhanced, run¬ 
ning at ‘exhilarating speed’ at high 
resolution. The new game uses 
real-time light sourcing for sharper, 
more detailed visuals too. 

The Codies promise much- 
improved car damage. Now wings 
are ripped off and bonnets crum¬ 
pled or even torn away completely. 
The windscreens feature special 
rain effects and bug splats, though 
you won’t see too many of these if 
you crash and smash it. Up to 16 
cars can race, including Formula 
Ford, jaguar XJ220, TVR12+, Ford 
Fiesta, AC Cobra and the three- 



wheel Scorpion, though an entry 
from a Reliant racing team is not 
expected. As well as the domestic 
championship circuits, TOCA 2 also 
features international tracks in 
Germany, France, USA and erm; 
Scotland. 

Car racers aren’t exactly thin on 
the ground, but if TOCA 2 fulfils its 
immense promise, it could well 
take pole position and leave the 
rest in the pits. 
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I/Vire! 


PUBLISHER 

SCI 

DEVELO PER 

Code Monkeys 

RELEASED 

October ’98 


W e’ve very little 
information on 
this one, but 
the art looks great. 
Dungeon Keeper 2 is 
an RPG in the Dungeon 
Master/King’s Quest 
mould. The first game 
won countless awards 
on the PC, so hopefully 
the series’ PSX debut 
will prove just as suc¬ 
cessful. 

The game takes 
place in a full 
3D environ¬ 
ment, using 
polygon-based 
characters. The 
dungeons will be even 
more elaborate than those 
found in the first game (not 
that many of us have seen 
it), with new rooms like the 
casino, where you blow 
your ill-gotten gains, 
adding variety and colour. 
The magic system and 
range of monsters are to 
be increased too. 

The game’s pencilled in 
for a late ‘98/early ‘99 
release, though don’t 
hold your breath - 
Bullfrog are infamous 
^ for compromising 
release dates rather 
than quality, and we love ‘em for it. 


I f there was a prize for being the 
most colourful game on the 
PlayStation, this little offering 
would win it hands down. It’s basically 
a 32-bit answer to Painter, with your 
character winging his way along a 
squared grid chased by baddies. You 
leave a trail showing where you’ve 
been; cover all four edges of a panel, 
and it’s yours, along with its contents. 

The game offers camera tilt and 
zoom functions, though these aren’t 
really essential to the gameplay. There 



are ten unique worlds with ten levels 
on each. These are themed - look out 
for the Wild West, outer space and 70s 
disco stages. You face over 50 oppo¬ 
nents, so keep your eyes peeled for the 
30-odd different power-ups. 

At the time of writing, Live Wire! 
(previously called ‘Wired’, incidentally), 
needs a little work on the control 
method, but if this is addressed it 
could prove a worthy purchase in a 
retro-kitsch sort of way. 



Dungeon 



Earthi/vorm Jim 3D 


PUBLISHER 

Interplay 


DEVELOPER 


RELEASED 

November ’98 


N othing much to add 
to our Issue Seven 
preview on this one; 
suffice to say the 
promised new textures 
are coming on nicely, and 
here’s a few up-to-date 
screenshots... 
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PUBLISHER 

Electronic Arts 

DEVELOPER 

Accolade 

RELEASED 

October ’98 

Control 4 




T his one was previously called 
StarCon, trivia fans, but is now 
known as Star Control 4. 

Needless to say, the game’s 
another space shoot-’em-up 
in the Blast 
radius/Xenocracy 
mould. You choose one 
of three alien races 
and fight your way up 
the ranks as a pilot oppos 
ing the other two alien 
alliances. As you go, you can upgrade 


your ship and weapons. The player’s 
actions during the missions affect the 
way the storyline 
unfolds. 

As well as the 
one-player offering, 
you can play 
against another 
human via a split¬ 
screen option. At 
the time of writ¬ 
ing, though, there are no plans for 
a link-up mode. 



Keeper S 



A fter the driving game, the 
beat-’em-up is probably the 
most common genre on the 
PlayStation. There’s always room 
for another, but it has to carve 
itself a niche - sad clones of 
Tekken and Mortal Korn bat just 
won’t do. Thankfully, Shao Lin’s 
Chinese theme looks like giving 
it that much-needed sense iden¬ 
tity. Unusually, up to four human 
players can pitch in at once, and 
as many as seven characters can 


swap blows at the same time - it’s 
just like a Hong Kong kung fu 
movie, but without the bad lip 
sync and cheesy plot. There are 
12 characters in all, covering six 
fighting styles. There’s also a 
quest mode where the player 
must search for Chinese martial 
arts spirits called Butokui. We 
haven’t played Shao Lin yet, but 
if THQ have learned from the 
less-than-brilliant Vs, it could 
well be one to fight over. 


Shao Lin 
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Remember, size isn't everything... 


PUBLISHER D EVELOPER RELEASED 

Electronic Arts DreamWorks October ’98 

Interactive 


Small Soldiers 






ilpi J I*j5 citsp fire! 

O^iai'tseaK Mp fu 
read tie Rirpiie 
CaersK 

If cup recmrs 

tMliitelistr 


T his one’s come on a long way since our initial look 
reported in Issue Six. The characters are no longer 
blocky, but instead look and move smoother than 
Roger Moore in silk pyjamas. It’s far from fin¬ 
ished - the gameplay is still being worked on, 
but the technical aspects of the game are 
already polished to military precision. 

Based on the characters from the 
film, you play Archer, the leader of 
the alien Gorgonites. Along with 
your fellow fighters, you must 
battle the war-mongering 
Commando Elite led by the 
curiously-named Chip 
Hazard. After defending your 
home world, you must take 
the fight to the humans and 
tackle them on their own ground. 

You can set traps, launch attacks 

and deploy troops. Set over a series of missions, you must complete each 
objective before moving on to the next. 

Hup, Hup, Hup... 

Once again, the version of 
the game we’ve played is 
technically polished but 
lacking in many of the 
forthcoming gameplay ele¬ 
ments. Having got the 
guts of the game just 
right, though, 

DreamWorks 
Interactive are 
keen to build on 
it with some 
exciting and 
dramatic fea¬ 
tures. As 
well as 


the fifteen normal single-player levels, there are five bonus stages. The 

split-screen two-player tournament also enjoys fif¬ 
teen levels, with Archer taking on Chip 
Hazard in a head-to-head confrontation. 
There are sixteen characters in total, 
brought to life by DreamWorks’ own Morph- 
X animation system. Non-player charac¬ 
ters offer good Al, carrying out orders to 
stalk, track, attack and other skills 
essential for ‘subversive tactical war¬ 
fare’. 

The camera angles are 
designed to give a cinemat¬ 
ic feel. This, to an extent, is 
already achieved, though the final 
version needs to concentrate on 
stopping it floating behind solid objects, block¬ 
ing your view of the characters. It always keeps 
up with the action, though, even when you’re 
snaking your way down a corridor making full use of the analogue stick. 

The sound has yet to be completed, but we’re promised a tribal choir 
singing in the Gorgonite 
language. Tommy Lee 
jones, star of Men in Black 
and The Fugitive, has 
recorded the voice-overs for 
Chip Hazard. 

There’s plenty of work to 
be done before the game’s 
October release, but 
with so much attention 
paid to the already- 
superb game 
engine, 

DreamWorks 
should make 
this one 
something 
special. 
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Seems Plato was right after all... 


PUBLISHER 

Ctyo Interactive 
Entertainment 



DEVELOPER RELEASED 

Cryo Interactive October ’98 

Entertainment 



N OW here’s something you don’t see every day 
on the PSX. Like Versailles (reviewed this very 
issue), Atlantis is a 3D point-and-click graphic 
adventure in the Myst mould, but will hopefully 
avoid some of the pitfalls that ruined this grossly 
over-rated game. 

The graphics, as you can see, are seriously sump¬ 
tuous. At all times you can look in any direction 
using the D-Pad, the silky-smooth scrolling making it 
seem just like moving your head. You’re almost 
there! Unfortunately moving around the game world 
involves moving an icon over 
the place you want to be and 
pressing a button. After a lit¬ 
tle disc accessing, you reap¬ 
pear there, seemingly without 
crossing the space in 
between. 

There are over 50 charac¬ 
ters in the game, and you can 
interact with them in simple 
conversation, offered both as 
text and sampled speech. The 
icons you select in this 


respect are a little unclear, though hopefully this will 
change before the final version is released. 

Wondrous Worlds... 

There are five separate game universes, each with 
their own exotic culture, and (according to Cryo) over 
30 hours of puzzle-solving, mystery-revealing game- 
play. The final version will also offer an original 
soundtrack, but as this wasn’t included in our pre¬ 
view disc, we’ve no idea how good it is. 

Adventures aren’t exactly common 
on the PlayStation, and most are 2D 
point-and-click (Ringworld, 
Broken Sword) or 3D offerings 
with direct control over the 
character (City of the Lost 
Children, Little Big Adventure), 
it’s vary rare a game offers a 
3D environment without let¬ 
ting you walk in real-time 
Tomb Raider-style. Is the 
PlayStation ready for this sort 
of game, common on the PC? 
Only time will tell... 
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Eddie, go for 
your gun... 


PUBLISHER 

TBA 


has ranged from ‘average’ to ‘dire’. There 
was the Motorhead beat-’em-up a few years 
back (yawn), Queen: The Eye (aarrrgh), 

Spice World (bleugh), and Aerosmith- 
inspired Revolution X (snigger). Perhaps 
Ed Hunter, Synthetic Dimensions’ light 
gun offering based on the music of 
Iron Maiden, will break the mould 
and truly rock the PSX. 

You play private eye Ed 
Hunter, and must battle your 
way through seven levels 
of fast-firing mayhem 
as you tail the grue¬ 
some Eddie, Iron 
Maiden’s legendary 
mascot. Extreme 
restrictions were 
placed on what the 
team could do with 
Eddie. They couldn’t 
make him talk, couldn’t 
let the player control 
him and couldn’t explain 
whether he’s good or evil 
or what he was before he 
became the creature he is 
today. The player is not 
allowed to hit him and Eddie 
can’t attack anyone else 
either. Useless licence, then? 
NO - to accommodate these 
strict rules. Synthetic 
Dimensions has you follow 
Eddie, investigating what he’s 
up to. This isn’t easy, as 
while Eddie seems 
to walk 



DEVELOPER RELEASED 

Synthetic Dimensions TBA 




There are twelve Iron Maiden tracks featured 
as background music, though the exact titles 
are yet to be confirmed. Wisely, if a song 
ends before you’ve completed the level the 
game boots up another track, which might be 
exclusive to that particular stage or lifted 
from elsewhere in the game. This way, the 
music never loops. 
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detract from the 
gameplay. 

A great deal of 
thought has gone into 
the game mechanics. 

The team made it 
compatible with every 
sort of controller; 
light guns (Guncon 
and otherwise), analogue controllers, digital con¬ 
trollers, joysticks and even the PlayStation mouse. At 
all times the score immediately above your current 
rating on the High Scores Table is displayed, giving 
you something to aim for, and big scores offer extra 
continues too. You get more points for shooting tar¬ 
gets in the head (and they usually die quicker too), 
and accuracy increases your heartbeat which in turn 
speeds your scoring. Sharp-shooting is certainly 
rewarded. Watch out for some neat trickshots too, 
eg. hitting a certain axe that’s flying towards your 
head sends it flying through the air, killing another 
foe. enemies appear from many different areas, and 
often take you by surprise - keep your eyes peeled or 
you’re in trouble. The movement through the game’s 
impressive 3D environments is incredible, though 
unfortunately background graphics aren’t interactive 
and can’t be shot. 

The band are so pleased with the game there’s 
already talk of a Synthetic Dimensions sequel. This 
time the player will be allowed to control Eddie 
directly. The game genre has yet to be decided, but a 
graphic adventure has been considered. 

Ed Hunter has yet to be signed by a publisher so 
there’s no firm release date, but rest assured it will 
be snapped up soon - the game’s looking great and if 
there’s one thing the PSX really needs, it’s some 
decent light gun offerings. 


through violent and dangerous terrain 
with impunity, you certainly can’t. Keep 
your pistol handy, and swap it for one 
of the game’s six more powerful guns 
at every opportunity. 


Best of the Beast... 

Iron Malden’s influences on the game 
don’t end with Eddie. References to 
song titles, lyrics and record covers can be found 
throughout. Starting in the city streets, you pass the 
Ruskin Arms, a boozer featured on the Killers album 
cover, though the Kinky Sex Shop next door now sells 
‘Kinky Sox’. Your struggles take you through the 
underground, where you see the poster ripped down 
by a Margaret Thatcher-lookalike on the Women in 
Uniform single sleeve, then fight your way into Acacia 
Avenue, with a red light casting an alluring silhouette 
in the bedroom window of number 22. As fans of 
Malden’s self-titled first album and third offering 
Number of the Beast know, this is the home of 
Charlotte the Harlot. 

You eventually get to the asylum where Eddie is 
imprisoned (remember the Piece of Mind album 
cover?). He escapes but is sucked into Hell, again 
tying in with Number of the Beast. If you can keep 
up, you see Eddie rip his way back to terra firma 
through a graveyard (Live After Death, No Prayer for 
the Dying, Fear of the Dark), before taking a time 
machine into Ancient Egypt and the pyramid from the 
Powerslave cover. The inside of this Is based on the 
tomb of Rameses II in the Valley of the Kings. Reach 
the top and travel into the future for a Somewhere in 
Time tie-in, where you see a futuristic Ruskin Arms. 
Win through and you find a post-apocalypse world - 
Virtual XI, anyone? All the way through the game 
every clock you see shows 11:58pm, a reference to 
the Two Minutes to Midnight single. 

Another interesting pub (aren’t they all?) is the 
Cart and Horses, a London hostelry where Iron 
Maiden played their first ever gig. Bassist Steve 
Harris built a copy of it in the grounds of his house, 
and offered advice on its appearance to the program¬ 
mers. 

Indeed, the band have had 
considerable input on the game 
as a whole, especially singer 
Blayze Bailey. A keen video 
gamer, he spent countless hours 
in Synthetic Dimensions’ office, 
offering ideas and inspiration. 
For example, he suggested the 
band should feature in the game 
as severed heads - find one for a 
points bonus and an extra con¬ 
tinue. 


Artistic Licence... 

By now non-Maiden fans think 
the game’s got nothing to offer 
them. Not so - the Iron Maiden 
references augment rather than 
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PUBLISHER 

GT Interactive 

DEVELOPER 

Midway 

RELEASED 

25th September 


Blood and guts 
by the bucketful. 
And you thought Mortal 
Kombat was gory... 



J ust another beat-’em-up? Probably 
not - this one’s already got a cult fol¬ 
lowing in the States, and looks set to 
make a solid conversion to the 
PlayStation. 

As well as being 3D, BioFreaks also 
lets you take to the air using rocket 
boots. This is more than mere jumping - 
you can attain some serious height, 
whether to escape the clutches of your 
foe or to make ground and launch an 
attack yourself. Don’t forget he can ‘fly’ 
too, though - be prepared for some spec¬ 
tacular mid-air fisticuffs. 

As well as the inevitable punches and 
kicks, the characters possess some nifty 
weaponry. Look out for IVl-i6s, chainsaws 
and'meat cleavers. 

The environments are mildly interac¬ 
tive too. You can hide behind solid 
objects, emerging with a blast from your 
gun (if you have one), and as the arenas 
are fairly large there’s plenty of scope for 
tactical play. All the characters now hold 
a weapon of some sort or another, and 
when they strike home they produce a 
spray of blood unlike that of any other 
beat-’em-up. Instead of a single splash of 
red, here a wound continues to leak 
blood throughout the contest, spurting 
skywards with BBFC-unfriendly realism. 



redecorating the floor, and even the 
screen. You can even sever limbs, leaving 
your opponent with a gaping, blood- 
spewing stump and a seriously limited 
offence. 

Bloody Hell... 

BioFreaks features 15 immediately- 
playable arenas which, as well as offering 
lifts and hidey-holes, are beautifully dec¬ 
orated with waterfalls, moving objects 
and even lava. The roving camera keeps 
the action in the centre of the screen, but 
does not confuse. 

GT have paid a lot of attention to the 
lighting effects in BioFreaks. The mean 
and moody light sourcing creates shad¬ 
owy areas you can use to your advan¬ 
tage, though firing a weapon soon lights 
them up. The controls take time to mas¬ 
ter, but they allow the skilful player to 
put together some great specials and 
combos. Usefully, by pausing the game 
you can access a comprehensive list of 
your fighter’s attacks - great for begin¬ 
ners. 

At the time of writing, even in Rookie 
mode BioFreaks isn’t easy, but if you like 
your beat-’em-ups blood-thirsty and chal¬ 
lenging, you’d better check out next 
issue’s full review. 
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PUBLISHER DEVELOPER RELEASED 

Konami Konami CE Japan Christnnas ’98 


Metal 





T his is the big one. It’s been delayed more times than the Second 

Coming, but it’s now pencilled in for a Christmas release, and looks set 
to rewrite the books for Resident Evil-style games in the same way 
Gran Turismo did for drivers. 

The game is set in the near future in Alaska. A terrorist organisation 
known as Fox Hound have taken over a nuclear weapons storage facility. If 
this wasn’t bad enough, the group is made up of former elite soldiers. 
Disasterville! 

The group threaten to launch their new toys within 24 hours unless their 
demands are met (sigh - aren’t terrorists predictable), and only you can stop 
them (whine - aren’t computer games predictable?). You’re ex-Fox Hound 
member Solid Snake, sent by the American Government to save the world 
from nuclear destruction. Get going - there’s no time to lose... 

Roll on, Christmas... 

Despite the rather predictable plot, Metal Gear Solid looks set to be one of 
the most exciting and ORIGINAL games this year. An action and exploration 
game in the Tomb Raider mould (but without the platform leaping), stealth 
is the order of the day as you creep around the base looking for useful 
items and clues. There are guns to be found, but using them at the wrong 


moment is near-suicidal. This isn’t a shoot-’em-up, and you can’t fight your 
way into the compound like a ridiculously tough one-man army. Instead, you 
hide behind doors, creep around out of sight of the many guards and use 
your guns and fists only when you have to. 

The guards have five different IQ levels, but instead of taking the easy 
option of using their intelligence to set skill levels, the developers used it 
to create a learning curve running through the game. The first soldier- 
guards you meet have such a low Al they would have trouble getting into 
the Salvation Army, but by the end your foes are working co-operatively 
and are so sharp they can spot your breath as it vaporises in the Alaskan 
cold. 

You need to be careful where you tread in this game. Walk through a pud¬ 
dle and you leave big wet footprints, which brighter guards will follow. 

Watch out for the snow too - there’s nothing you can do about leaving trails 
there, so think ahead. You might want to deliberately get a guard to chase 
you and lead him away from where you’re going, or tap the walls and cause 
him to investigate. 

Metal Gear Solid looks like being one tough cookie. Short of a disaster 
between now and its Christmas release date, it should prove to be THE 
game of 1998. 
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Motocross mayhem with 
Funcom*s forthcoming 
scrambler... 


USHER 


ELOPER 

;)om 


EASED 


B' 


SPLIT DECISIONS... 


In D.I.R.T you can 
choose between 
vertical and hori¬ 
zontal split-screen 
modes when bat¬ 
tling with a buddy. 


loody hell - this one’s a tough ride. 
You can cane it down the straights 
as fast as you like, but when it 
comes to the corners, make sure you’re 
on the racing line. This is no easy task as 
Motocross courses aren’t exactly smooth 
tarmac. You’ve got to fight all the way to 
keep on course, or indeed your bike. Hit 
the kerbs and you’re chewing mud. 
Turning isn’t easy - you have to make 
copious use of the powerslide by hitting 
the shoulder buttons, but even then if 
you over-do it you come to a complete 
standstill - not good if you want to make 
your next checkpoint. Make sure you 
don’t take a jump too fast either, or 
again you get mud on your backside. 
Those who complain Gran Turismo’s too 
easy should watch out for this one. 

A lot has changed since our 

Gamespotting piece in Issue 
Six. The Artificial Intelligence of 
the computer-controlled riders 
has been tweaked, offering a 
greater challenge, there’s a 
greater variety of terrains in a 
single course, including muddy 
sections which are difficult to 
negotiate and slow the player 
down, and the camera angles 
have been adjusted making the 
two-player game easier to play. 
Another great feature in two- 
player mode is that you can opt 
to boost a slower bike, so a 
player that’s way behind has his 
speed artificially improved, 
offering a greater challenge 


Red sky at night, shepherd’s delight - but what about a green sky? 


ft 'C T * 




between badly-matched riders. You can, 
of course, turn this off and race for real. 

Knobbly Tyres ••• 

The graphics have also been improved, 
but as the early version we saw only has 
two tracks (the finished copy 
will have more), we can’t say 
how visually varied they’ll be. 

The exhaust smoke looks more 
realistic, as does the dirt 
thrown up by your wheels as 
you skid around the bends. 

The lighting effects now offer 
more atmosphere, and there 
are now multiple surface tex¬ 
tures. 

Driving games aren’t exactly 
rare on the PSX, but there 
aren’t many bike blasters. 

D.I.R.T, with its arcadey 


approach 
but realistic 
handling, could well 
prove king of the motorcycle mayhem hill 
- just don’t ride over said hill too quickly 
and end up bouncing over the track. 


I.R.T 
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B y now, everyone knows the score. It’s 
another Formula i game from Psygnosis, 
building on a tried-and-tested (ahem) for¬ 
mula. Its predecessors (the now-Platinum 
Formula i and last year’s Formula i ’97) sold by 
the bucket-load despite some serious bugs, so 
why should you splash out again if you already 
have one of the earlier games? Read on... 

“If you’re looking for an updated version of 
Formula 1 ’97, then you’re looking in the wrong 
place”, say Psygnosis. “Formula 1 ’98 comes with 
many changes, including a new engine that gen¬ 
erates an improved feel to an old favourite. 
Whilst the gameplay is different and closer to the 


real thing, Formula 1 ’98 retains the essential 
playability factor”. 

Interesting - instead of the expected tweak, 
the game’s been stripped down and rebuilt from 
the bottom up, a bit like Olivier Panis’ legs after 
his smash in Canada. According to Psygnosis, 
“The latest Formula 1 game has a new fully-func- 
tional physics engine modelled on calculations 
generated from the real dynamics of the cars. To 
enable better handling at higher speeds the full 
telemetry of these machines has been recreat¬ 
ed”. Anyone know what they’re on about? “In 
other words, it’s as close to the real thing as you 
can get without needing a crash helmet”. Ah; so 


that’s what they meant. In short, Psygnosis are 
using read-outs from genuine Fi cars and build¬ 
ing their vehicle’s handling around them. 

It’s the Real Thing... 

Oh no, more programmer twaddle. “Copying real 
movements as opposed to estimating them 
allows the car to steer from its natural point 
instead of always from the centre. Lateral weight 
transfer acts in the same way as a proper differ¬ 
ential which in conjunction with the 4-point sus¬ 
pension gives more realistic control”. So the 
steering’s realistically transmitted through the 
front wheels instead of the car turning on a cen- 
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tral pivot. It appears the program faithfully repro¬ 
duces the real car’s suspension and inertia too, 
so you spin off realistically. 

Indeed, developers Visual Sciences seem to 
have left no stone unturned in the realism depart¬ 
ment. Instead of writing an overall routine to cover 
the car’s movement, they’ve put together several, 
all of which affect part of the car’s workings. For 
example, the back wheels provide the power, while 
the front ones steer. Braking obviously affects 
both wheel routines, as does accelerating or slam¬ 
ming the tyres over the kerb to gain a few sec¬ 
onds. They’ve even covered the effects of fuel con¬ 
sumption, lightening your car as you go. 

Collision physics have been improved too. Now 
stricken cars bounce off each other realistically 
instead of automatically being flipped around. 

The tracks, beautiful even in the previous games, 
have been revamped and more detail added. 

One of the main criticisms of the previous 
games was that the computer-controlled cars 


were crash-crazy critters. They stuck to the racing 
line like Michael Schumacher stuck to his story 
that hitting Villeneuve in the final race of last sea¬ 
son was an accident. They weren’t above barging 
you out of the way Schumacher-style, either. 
Thankfully, this problem has been addressed and 
the Al of the other cars much improved. There’s a 
four-player split-screen mode where up to ten 
vehicles in total can compete too, so bring all 
your friends. 

We’ve yet to see any playable code of Formula 
1 ’98 so we can’t comment on how it’s shaping 
up, but if even half of these improvements work 
as planned it should be a real blockbuster. But is 
it worth buying if you’ve 
already got the ’96 or ’97 , 
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iotMu B&Rtn 


B ig Daddy is out there. 
Using Orwell’s Big 
Brother rather 
than the late all-in 
wrestler as his inspira¬ 
tion, the tyrannical 
overlord has monopo¬ 
lised every holiday 
resort and tourist spot in the 
world. It’s not easy to take a 
vacation in this dystopian 
future. 

Some still try, though. 
Over-indulged tourists laden 
with dough make desperate 
attempts to reach various 
coveted destinations, seem¬ 
ingly to merely take a snap¬ 
shot 


proving they 
were there. Your task, 
as a money-hungry 
automercenary, is to take 
them where they want to go. 
Simple, eh? Absolutely not - 
this is no ordinary taxi ride, 
and you’re no ordinary cabby. 
Driving an armoured vehicle 
that’s armed to the teeth with 
various hi-tech weaponry, you 
must pick up the pleasure- 
tripper and take him through 
Dig Daddy’s defences to his 
chosen photo spot. As if this 
wasn’t enough, you also have 
to contend with the other 
automercenaries hell-bent on 
grabbing your fare. Blast 
them out of the way, especial- 


they’ve already picked up the 
traveller. 

Taxi Driver 

Developers SingleTrac have 
built a reputation for weird 
and imaginative games, and 
this one’s no exception. 
Attention to detail is evident 
throughout, both in the back¬ 
grounds (much of which can 
be destroyed), and the 
characters offered in 
the game. 
Watch out for 
an Elvis imper¬ 
sonator driving a 
‘57 Chewy. Destroy 
him and you get the 
message, ‘Elvis has left 
the building’. Analogue/Dual 
Shock controllers are catered 
for, and up to four people can 
play on a split screen. The 
link-up cable looks likely to 
be utilised too. 

Vehicle combat usually 
works well on the 
PlayStation, with mega-hits 
like Psygnosis' Destruction 
Derby games, SingleTrac’s 
own top-selling Twisted Metal 
and Activision’s Vigilante 8, 
which deserves far more 
sales than it seems to be 
achieving. If SingleTrac can 
get the overall balance of the 
game right, they could be on 
to another winner. 
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PUBLISHER 


DEVELOPER 

System 3 


RELEASED 

TBA 


Are you a natural born builder? 


Constructor 



C onstructor is a strategy and resource man¬ 
agement game in the Theme Park/Sim City 
mould. As a property developer, you start 
the game with a huge plot of empty land. With a 
few workers, foremen, repair men and a bit of 
money, you build a company headquarters and 
use it to run your emerging empire. 

There are five different victory conditions to 
aim for, namely: 

• Financial: Get mega-loaded and become the 
richest man in the world. 

• Ego Mania: Build every structure in the world 
through successive resource acquisition. 

• World Domination: On a limited landscape, 
put a building in every territory and control the 
world. 

• Utopian State: Create the perfect state, 
where everyone lives happily ever after. 


• Build, Build, Build: Build until you can’t build 
anymore. 

Naturally, there are computer-controlled devel¬ 
opers trying to achieve these goals before you 
do, pushing you out of business. Commerce is a 
cut-throat activity, folks. 

People Power 

The people who come to live and work in your 
budding empire are brought to life with some 
very detailed animation. They can be loosely 
divided in to two categories; the undesirables 
like Hippies, Psychos, Clowns and Zombies (!). 
These push down prices and encourage ‘decent’ 
people to leave, though they can be successfully 
deployed against the opposition. 

The desirables include such characters as 
Kids, Slones, Police and Mr Fixits. These build up 


the community, creating wealth 
and defending the cities against 
migrant undesirables sent in by 
your opponents. 

Constructor is far from origi¬ 
nal (it’s basically a cross 
between Populous and Sim 
City 2000), but as the games it 
borrows from haven’t made 
great in-roads into PlayStation 
territory (Populous’ debut has 
been delayed more times than the 
Second Coming and Sim City 2000 
wasn’t so hot), there’s still room 
for a really good game of this ilk. 
Whether its execution is enough 
remains to be seen, but expect 
a full report next month. 
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PUBLISHER DEVELOPER RELEASED 


GT Interactive King of the Jungle October ’98 


The Martians are coming,.. 


T he race is on to save the Earth from the alien hordes, trav¬ 
elling from Mars in their flying saucers... Anyone who’s into 
1950s sci-fi films will recognise the plot. Sure the movies 
are cheesy, but who can deny their solid retro-kitch entertainment 
value? Plan 9 From Outer Space, Invasion of the Bodysnatchers, It 
Conquered the World - all Innocent Saturday afternoon fun. 

GT’s forthcoming frolic is, not surprisingly given the title, a send- 
up of these black-and-white low-budget flicks. With a vast array of 
weaponry at your disposal, you must save the innocent wherever 
possible, or sacrifice them for the greater good if need be. Your 
space ships take to the skies and blast the Martian monsters while 
below you position military units and gun turrets to protect the towns 
and cities caught up in the war. A sort of 
Defender meets Missile Command. Maybe. 


What Do You Think, 
Professor? 

Taking down aliens opens research oppor¬ 
tunities - build new, more powerful 
weapons and take the fight to the 
Martians. As the game moves on, 
strategic use of resources, both in R&D 
placement of ground troops, 
increasingly important. You 
need brains as well as brawn in this 
battle. That’s not to say arcade action freaks will be disappointed 
- the game runs at 50-60 frames a second and tests your reflex¬ 
es to the limits. 

GT claim that because of the non-linear gameplay, no level 
plays the same twice. The secret areas and ships certainly 
provide an incentive to return to already-completed 

stages. A lot of work has been put into the alien Al 
as well, which increases as the game goes on. 
Watch out for the multiple-perspective in¬ 
game cut scenes too. 

B-Movie hits the shelves at the end of 
October, just in time for the inevitable 
Autumn re-runs of Lost in Space. 


Ma 
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F ans of 2oooAD’s character Chopper 
Shakespeare will be Instantly familiar 
with the concepts behind this one. You 
race a miraculous hoverboard called a 
GEMBlade, a sort of surfboard with an anti¬ 
gravity motor that lets it fly. Sound familiar? 
Well, Psygnosis have pursued a similar 
theme with their forthcoming Psybadek, so 
Streak looks like having a real fight on its 
hands. 

The GEMBlades can hover above any sur¬ 
face, be it asphalt, water, ice or concrete. You 
never actually touch these surfaces, but you 
do leave a short-lived vapour trail in your 
wake - could this be the eponymous Streak, or 
will a buxom young bird take her top off and 
run across the track? Bad luck - the title refers 
to the vapour trail. 

Because the board can hover above any¬ 
thing, GEMBlade races take place anywhere. 
The sport itself is an underground and often 
shady one. The races take you through city 



streets, down sewer tunnels, into a graveyard 
weaving in and out of the headstones and • 
even through a shopping mall. 

Ace Racing? 

The game seems to be almost finished. A few 
cosmetic changes need to be made, a few 
incidental graphics added, but the gameplay’s 
basically there. Despite boasting speeds pf 
‘up to /ornph’, the game feels a little slow at 
the moment - perhaps a greater feeling of 
speed will be offered by the final version. The 
analogue controls need tweaking too - they’re 
too sensitive for the courses, making it diffi¬ 
cult to stay away from the walls while using it. 
The tall, thin characters are ideal for a split¬ 
screen mode, though, so it will appeal to 
those who like a two-player game. 

Minor quibbles aside. Streaks shaping up 
pretty well. Only time, and next month’s 
reviews, will tell whether GT or Psygnosis win 
the battle of the boards, though. 
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PUBLISHER DEVELOPER RELEASED 

Sony Insomniac Games November ’98 



Spyro 


the Dragon 

Cute dragons - don't ya just love 'em? 


C ute platform games have a real 
habit of making us want to vomit all 
over our PlayStations, or at least 
they used to until we got our mitts on 
the demo version of Spyro. 

Before we go into detail about how 
bloody good this game is going to be, 
we’d just like to stress that although the 
screenshots make the game out to be 
‘just another Croc’ or ‘yet another Mario 
clone’, when you see the game moving 
and play it for yourself you see it’s quite 
the opposite. The highly-detailed charac¬ 
ter graphics and animations are by far 
and away the best yet seen on any for¬ 
mat, and make Mario 64 on N64 look rel¬ 
atively basic. To go as low as to attempt¬ 
ing to compare this game to Croc is a sac¬ 
rilege, and is presently a hanging offence 
in some southern states of America, so 
don’t get any ideas. Okay, so you have to 
move around the levels collecting trea¬ 
sure and finding keys to unlock chests, 
but don’t let the cute look fool you. This 
game is going to be the business, and 
Sony knows it - they certainly wouldn’t 


put their name to it if it wasn’t worth its 
weight in gold. 

Enter the Dragon... 

Watching Spyro pad around on the grass 
and charging head-long into his enemies 
who stand knock-kneed with teeth chat¬ 
tering is absolutely remarkable, not to 
mention the sound of his hooves on the 
grass. It really gives you a worm-glow 
deep down - it’s clear to see that this 
game is so polished, you’ll be able to see 
your face in it. 

To match his boyish good looks, Spyro 
has a really cute voice, rather like an 
American adaptation of Oliver Twist 
(please sir, can I have some more?), 
which is put to great use when he talks 
to other characters in the game, but of 
course you’ll have to see it for yourself to 
appreciate what we’re saying. With any 
luck, the release of Spyro the Dragon will 
give the 3D platform genre the boot up 
the ass it needs, and we’ll be seeing a lot 
more games of this standard in the 
future; stay tuned for more. 
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Bandicoot 


This is 

warped, 

baby! 


ortex is back once more, with his quest 
to take over the world. After receiving a 
bit of a rollocking for failing on his two 
previous attempts, to be able to carry out his das¬ 
tardly deed he must find all the gems and crystals 
he’s foolishly lost throughout time. 
Luckily, our favourite superhero 
ain’t havin’ none of it and he’s on 
the case this time with his little 
sister Coco. Is it a case of ‘here 
we go again’, or might we be 
talking ‘Wahoo baby’? just read 
on and decide for yourself. 
That’s right, ginger-boy is mak¬ 
ing yet another appearance on our 
little grey box of joy, but surely it’s all been done in 
the past two outings? Crash can’t come up with the 
goods a third time running, can he? Well It seems he 
just might thanks to the boys on the Naughty Dog 
development team, because not only do we have the 
addition of another playable character, Coco his lus¬ 
cious sister, but Crash has had some wicked new 
moves added to his repertoire. The ability to double¬ 
jump, belly-flop and even use a missile 
launcher are only a handful of the moves 
you can expect in CB 3, along with fly¬ 
ing biplanes, scuba diving and riding 


PUBLISHER 

Sony 

DEVELOPER 

Naughty Dog 

RELEASED 

November '98 


rawhide on backs of tigers in his quest to stop the 
warped and wacko Cortex. 

Law and Disorder... 

The game’s levels no longer take place in a designat¬ 
ed order. Instead the first five levels are all open for 
you to enter and exit at any time, allowing you to 
attempt them in any order you like and even return 
to them as you please find the gallons of secret stuff 
you previously missed. 

CB 3 is also completely Dual Shock compatible, 
allowing the fluid 3D control and feedback that really 
enhances the gameplay. You also notice from the 
screenshots the levels are much wider than the pre¬ 
vious games, allowing greater scope for character 
movement also allowing more action to be crammed 
into the levels. 

Along with much bigger and detailed levels this 
time around, you can also see a lot more of the 
action in the distance, with absolutely no pop-up or 
fogging to ruin the view. This can only be down to 
Naughty Dog’s excellent programming skills, and 
there can be no more excuses from other developers 
saying that it’s just not possible when it clearly is. All 
In all. Crash Bandicoot 3 is shaping up to be a real 
winner, so keep your eyes peeled and your joypad 
warm. 
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Six hot new Activision games are coming 
our way - best check 'em out... 




nsu 


ctivision are going places. Their PSX offerings have improved 
steadily, culminating in the 92%-rated Vigilante 8, and their 
hedule in the run-up to Christmas seems set to continue the 


trend. 

“We want to become one of the largest, most profitable and most 
respected software companies in the world”, said Activision’s Senior 
Vice President International, Bob Dewer. “The last six months have re¬ 


established Activision in the industry, expanding from a PC publisher to 
a world-renowned producer on consoles too. We have a growing release 
schedule and have built one of the most powerful distribution arms in 
the world”. With Activision seemingly growing in confidence by the day 
and producing ever-more ambitious titles, who could doubt him? 

This month the Activision team staged Activate ’98, a showcase for 
their forthcoming releases. We checked them out... 



F our mega-corporations mine space, 
recovering valuable ore from the 
eponymous asteroids. As a young 
recruit, you can make money, upgrade 
your weapons and improve your ship. 
Unlike the vector original, some aster¬ 
oids home in on you, some re-grow when 
hit and some are indestructible - blast 
them into a black hole instead of shatter¬ 
ing them into dust. 

Activision's Asteroids update was origi¬ 
nally going to be 3D, but it was wisely 
decided that this just wouldn't be 
Asteroids. The eight-way scrolling was 
also abandoned in favour of the classic 
wrap-around screen, where shots, ships 
and asteroids that leave the screen reap- 
peai on the opposite side. The physics 
and control of tlie original are retained • 
rotate your craft by pressing Left and 
Right, and if you fire the engines, inertia 
takes affect when you release the buttofi. 
There are now is types of enemy ships, 


including Vampire craft which cling to you 
and drain your power. Your own ship 
boasts smart bombs, mines, homing 
mines and differing shields - you need 
them all to tackle the end-of-stage bad¬ 
dies which can dominate up to 2/3 of the 
screen. Other new features include black 
holes which draw you In and wormholes 
which take you from one place to another 
without using the unpredictable 
Hyperspace function. 

The original game is included as a 
bonus, but you have to earn it by com¬ 
pleting the game. No doubt a cheat mode 
will take you straight there too. Time 
allowing, the programming team hope to 
allow players competing in two-player 
mode to link their ships, as seen in previ¬ 
ous Asteroids-update Blasteroids. 

The game is Dual Shock-compatible, 
and will probably sell for around £25 - the 
exact price has yet to be decided, 
however. 


A 

The 


ASTEROIDS: THE NEXT MILLENNIUM IS.. 


...Asteroids! This retro update takes the 
1979 Atari game into the 90s with better 
graphics (obviously), a progressive level 
structure and upgradeable weapons. 


DEVELOPER 

Quickdraw 

Developments 
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DEVELOPER Neversoft Entertainment 


APOCALYPSE IS. 


...a film-licensed shoot-’em-up for the 90s! Using a Tomb 
Raider-style perspective, you must guide Kincaide (Bruce 
Willis’ character from the film) and blast your way to the end- 
of-game baddies, the Four Horsemen of the Apocalypse. 


APGCALYP5E 


tions are offered by video 
walls passed during the 
game, showing FMVs of 
bands, to be licensed from 
Warner. No names are yet 
confirmed, though. The PSX 
pulls the FMV and sound off 
the CD alongside the game, 
and again there’s no slow¬ 
down. This is a great touch, 
but we hope the programmers 
let you turn them off in case 
the bands featured are not to 
the player’s taste. 

The game’s a single-minded 
blaster - there are no puzzles 
here, but one or two Tomb 
Raider-style platform sections 
are included. There’s a huge 
variety in levels. The Prison 
stage is dark and claustropho¬ 
bic, the Night Club open and 
colourful, and you even get to 
fight in the Oval Office. There 
are to be eight levels in all, 
and four boss fights. 

The linear path through the 
game is disguised by diver¬ 
gent routes which take you 
different ways to your goal. 
Look out for sneaky combat 
tactics such as trashing an 
entire army of baddies by 
blasting the pillars which hold 
the roof over their heads too. 
The game offers full freedom 
of movement within the envi¬ 
ronment, so you never feel 
artificially restricted. 

The version of the game we 
saw runs very well, with no 
noticeable 
bugs, so the 
Christmas 
release date 
will proba¬ 
bly be met. 

Activision 
are expect¬ 
ing a BBFC 
rating of 


M usicians and bands 
are playing a bigger 
and better role in 
PlayStation games of late. 
Not only are thumpin’ chart 
tracks often licensed for 
use in games, the artists 
themselves are increasingly 
featured. There was the 
Spice Girls’ game a few 
months back, the forthcom¬ 
ing Iron Maiden-inspired Ed 
Hunter (which, like 
Apocalypse, also features 
the Four Horsemen of the 
Apocalypse) and now 
Apocalypse, with up-and- 
coming grunge singer POE. 
Not only does her forth¬ 
coming single Control intro¬ 
duce the game, but she 
also features as one of the 
Four Horsemen you face at 
the end. Her half-hearted 
heavy metal and two-note 
vocal style might not be to 
everyone’s taste, but her 
mean-and-moody image 
makes her an excellent 
game baddie. 

Apocalypse has been in 
development for some time, 
but now its technical 
strengths are much 
improved from the last ver¬ 
sion paraded before the 
press. It runs very fast, with 
no slow-down when multi¬ 
ple baddies invade the 
screen (which is often), and 
there’s no clipping or fog¬ 
ging. The main character, 
Bruce Willis, is incredibly 
detailed, even down to his 
bald spot, and for once the 
digitised face looks like it 
belongs there. Bruce him¬ 
self has recorded over 800 
lines offered during the 
game, eg. ‘These guys need 
more lead in their diet’. 
Further musical inspira¬ 


\rOCAL\PiE 


extreme PlayStation • September 1998 35 

















TENCHU IS... 


...a third-person beat-’em-up adventure hybrid where the 
player must carry out a series of objective-based missions 
using brains as well as brawn. 


lENGHU 

SltUlTIASSISSIIIS 
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MfT juuj—. Syrox 

X^IVIen 


T his one’s at a very early stage - it won’t go on sale until Spring of 
next year. The basics are there; the team are now developing the 
characters and environments. 

Each character will have around 96 moves and combos, including those 
unique to the X-Men character in question. By featuring time line disrup¬ 
tions found in the Age of Apocalypse comic series, the developers have 
greatly increased the characters’ move range. The fighters can slip into 
their ‘alternative’ personas for around 30 seconds at a time, changing 
appearance and utilising moves found only in that particular comic story¬ 
line. Marvel have allowed the team to include Apocalypse moves for char¬ 
acters which weren’t featured in the series, eg. Wolverine can lAe Energy 
Blasts. 

Each fighter has personal Fatalities with which to dispatch a stricken 
foe, but there are also Stage Fatalities, eg. inflict the final blow over a 
patch of ice in Iceman’s stage and a shark breaks the ice and swallows 
the defeated superhero. Each environment has unique conditions which 
impede all but the ‘home’ character, eg. Iceman’s world is slippery and 
Gambit’s contains fire hazards. There’s also a story mode with FMV 
between fights. 
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W e reviewed this — 

one as an import 
game back in Issue Five. 

Scoring 85%, our only real ‘criticism’ (a 

term I use loosely) was that the mis- 

Sion objectives and storyline was lost 

on non-Japanese speakers. Not any \ 

more - the game’s coming to these 

shores with a vengeance, and looks even 

better. 

As well as translated text and speech, ’ 

the UK version also features two new 
levels, more aggressive Al, a new 
movie end sequence, a revamped 

key meter and new secret items. ^ 

Unfortunately the shurikens 

(ninja throwing stars) have been 

replaced by throwing knives for ^ 

legal reasons - presumably the 

powers-that-be consider knives less 

dangerous. 

Each mission has a set objective which 
you must pursue Tomb Raider-style while 
battling the baddies a la Soul Blade. Points 
are lost for being spotted (hence ‘Stealth 
Assassins’), and for killing innocents. By using y 
spells you can adopt a disguise, but guard dogs \ 
still recognise you. This is very useful as you can go % 
for instant fatalities if you surprise an opponent, cut- \ 
ting off his head or performing a Frankensteiner-style 
flip. There are also aggressive spells to be found, eg. the 
Dog spell which summons a mutt who attacks for you. 

Tenchu is one-player only, and expected to hit the shelves 
with an ‘18’ rating around October. 



X-MEN IS... 


...a 3D beat-’em-up featuring Marvel’s X- 
Men characters such as Wolverine, Brood, 
Iceman, Gambit, Mr Sinister and Storm. 










DEVELOPER Hammerhead 
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S ome believed id’s PC blaster Quake li was 
impossible on the PlayStation. Activision 
thought differently, and contacted 
Hammerhead, developers of Psygnosis’ fun-but- 
limited car-based 3D shooter Shadowmaster, 
who put together a Quake It PSX demo, id, own¬ 
ers of the Quake name, were blown away by it 
and a deal was quickly struck. 

id are heavily involved in the development of 
the game, especially in the designs of the levels. 
This is excellent news for the PSX owner - who 
better to oversee the PlayStation opus than the 
company which invented the game? 

There are many hundreds of polygons in each 
character, making the creatures look extremely 


realistic. There’s no loss of speed, though - the 
game still runs at 30 frames a second. Although 
the PlayStation conversion is true to the original 
PC game, it’s not an exact copy - some levels 
have been modified, and completely new ones 
added. All the PC’s weapons will be there, and 
Hammerhead might add a new one. The N64 ver¬ 
sion of the game is limited by cart size to 24 mis¬ 
sions, though PSX owners will enjoy far more. We 
might also get an on-screen map, a feature not 
included in the PC original. 

Quake 11 features a two-player deathmatch 
mode, with four players via a Multi Tap a distinct 
possibility. The link-up cable is unlikely to be 
utilised, though. Hammerhead are hoping to 


allow the CPU to control deathmatch warriors, 
enabling you to play on your own or at least with 
more foes than friends. 

As you can see from the screenshots, the 
game’s looking pretty hot. You ain’t seen nothing 
yet - wait until you see them move! The final ver¬ 
sion will boast even better graphics too, with 
lens flare, texture mapping reflections on the 
weapon and muzzle flashes. The player’s shots 
already light up dark corridors in an impressively 
realistic fashion. 

With eight to ten people working on it con¬ 
stantly, Quake to is coming together fast - very 
fast. With any luck, it should be ready for 
Christmas. 



QUAKE IS. 


...a sci-fi shoot-’em-up in the Doom mould, where you play a hard- 
assed space marine sent to save mankind from the screaming alien 
hordes who’ve invaded Earth. Quake represents the next stage in 
Doom’s development, offering greater freedom - for example, you can 
look up and down and jump small steps. It’s by Doom creators id too, 
so you can bet you’re in for a wild ride. 
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T he wait is finally over. After 
what seemed like forever and 
a day, the next instalment in 
the gore-laden Mortal Kombat 
series has arrived on PlayStation, 
and EPM bring you the EXCLUSIVE 
review of the UK edition. Every 
‘review’ you’ve read so far has cov¬ 
ered an import CD, whether the 
magazine admitted it or not. But 
has it been worth the wait? 

Mortal Kombat is one of the few 
genuine videogame legends. When 
the original was released it immedi¬ 
ately caught the imagination of the 
gameplaying public and critics 
alike, not to mention all manner of 
censors who thought the up-front 
blood and gore was simply too 
much for impressionable young¬ 


FINISH HIM! 


sters. It was inevitable, with the 
level of success the original game 
enjoyed, that a sequel would soon 
follow, and it did - Mortal Kombat 2 
improved on the graphics, sound, 
playability and added even more 
blood. In fact many gamers still rate 
this version as the best MK game 
so far. Next came the cunningly- 
named Mortal Kombat 3, and this 
is where things started to go a 
wrong. As the sequels began to pile 
up with MK3, Ultimate MK3 and 
Mortal Kombat Trilogy, the quality 
of the game itself seemed to be 
falling away. When the final update- 
version of MK3 was released (MK 
Trilogy), it was obvious to everyone 
outside of Midway that the series 
was flagging; it needed a boost. 


Every character in the game has a 
weapon they can use at any time 


something to relight the fire of the 
gaming world and this boost was 
always going to come from going 
3 D. 

The all-new viewpoint that MK4 
adopts is the standard fare we’ve 
come to expect from 3D fighters 
like Tekken and the Virtua Fighter 
series. However, MK4 boasts a true 
3D environment that allows you to 
actually move around as you fight. 
In addition to the new 3D game 
engine, Mortal Kombat 4 also has 
another major new feature; every 


character in the game has a 
weapon which they can use at any 
time through out the bout. Each has 
his or her own weapon of choice, 
and can use it in a number of differ¬ 
ent ways. While this may seem like 
a gimmick, it actually changes the 
way in which the game is played 
quite drastically, giving MK4 a new 
edge and something new to grab 
the interest. ... 

Fight! 


Now anyone who has seen and 
played the arcade version of MK4 




Kombat stand out from the crowds. The finishing attacks in MK4 
fall into one of three categories; let’s check out all three in turn... 

Goro Stage Fatality 

The second Stage Fatality takes place 
in Goro’s Layer. Again the code is dif¬ 
ferent for each character and once 
again you must be standing close to 
your foe. Check out the screens in this 
sequence and you’ll see the surprise 
this stage has for the losing warrior. 


Once you’ve got your opponent to the brink of defeat, it’s time to 
pull of one of those gore-filled finishing moves that make Mortal 

Fatalities 

Fatalities are what make Mortal Kombat the game it is. Once you’re opponent’s 
energy is completely drained, the words ‘finish him’ appear on the screen. This is 
the cue for you to input the Fatality code then sit back and watch your foe being 
torn to pieces - literally. Each character has two of these ‘regular’ Fatalities, and 
they can be performed on any stage you like; you must just know the button com¬ 
bination and the distance at which to pull off the move, though. Check out the 
screenshots in the sequence here as Reptile attacks a helpless victim... 


The Prison Stage Fatality 

The prison stage is the one with the 
huge fan rotating in the background, 
and this should give away what is 
going to happen to your foe with this 
Fatality. The code is different for each 
character, and must be performed 
when standing close to your foe. 
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CHOOSE YOUR WARRIOR 


Mortal Kombat 4 features 15 kombatants. Some, like Liu Kang, have fought in a MK tournament before 



REIKO 

Very little is know 
about Reiko or his 
past, other than 
the fact that he 
was once a 
general in 
Shinnok’s 
army. Could it 
be that he has 
entered the 
tournament to 
score revenge? 



(and by this point it’s safe to 
assume that’s almost everyone), 
you already know what to expect 
from the PlayStation version - it’s 
an almost faultless conversion, 
which when you consider all the 
fuss Midway made about the power 
and speed of the Zeus hardware 
used in arcade machine, is quite a 
feat. Before programming started, 
many critics argued the PlayStation 
would have problems coping with 
the complex 3D graphics, the large 
number of polygons, the high frame 
rate and overall smooth feel of the 
coin-op. Midway and the guys at 
EuroCom (the team responsible for 
programming the PSX version) have 
proved the doubters wrong. In addi¬ 
tion to the almost-faultless graph¬ 
ics, the sound effects and music in 
the game are also pretty-much 
spot-on and easily recreate the 




FUJIN 

Fujin is also known as 
the God of Wind, 
and is a fellow 
elder of 

Rayden’s. Those 
of you who have 
played Mortal 
Kombat 
Mythologies: 

Sub Zero have 
meet him before 
as an end-of-level 
boss. A good all¬ 
round character 
who has lots of 
potential. 





SHINNOK 

With the defeat of 
Shao Kahn the 
way was clear 
for a new 
tyrant, and 
Shinnok ful¬ 
fils this role 
perfectly. After 
being condemned 
to the Neither 
Realm by 
Rayden thou¬ 
sands of years 
ago, he has had 
plenty of time to 
plot his revenge. 


LIU KANG 

This is the raining 
Mortal Kombat 
champion and the 
man who put 
paid the threat 
of Shao Kahn 
on more than 
one occasion 
in the past. Liu 
Kang has all 
the old moves, 
so as you’d 
expect, he’s a 
force to be reck¬ 
oned with. 


SCORPION 

Scorpion still has 
the classic ‘get 
over here’ spear 
attack, and this 
move makes up 
a large part of 
his fighting style. 
While not as for¬ 
midable as he 
once was, the 
hell-spawned 
spectre is still 
deadly. 



mood of the arcade machine, 
although as this is a CD game this 
is only to be expected. 

Cosmetic qualities aside, the PSX 
version of MK4 also has all the fea¬ 
tures of its arcade parent. For 
example, all the 15 characters are 
here to be selected right from the 
start, so you’ve got all the old faves 
like Scorpion and Sub-Zero to use 
and all-new warriors like Jarek and 
Fujin can be learned and mastered. 
For a full run-down of the charac¬ 
ters in MK4, take a look at the 
‘choose your warrior’ box. 

Another change to MK4 is the 
nature of finishing moves. Gone are 
the Babalities, Animalites and 
Friendships we saw in MK3. Mortal 
Kombat 4 focuses on what the 
game is really all about - killing 
your opponent. To this end, each 
character has two regular Fatalities 




JAREK 

Jarek is a friend of the 
late Kano. They 
were both mem¬ 
bers of the Black 
Dragon organi¬ 
sation, and 
worked togeth¬ 
er on a num¬ 
ber of illegal 
raids. In terms 
of gameplay, 
Jarek is very 
similar to his fel¬ 
low criminal Kano, 
so power is the 
order of the 
day 
here. 



he or she can perform anywhere 
and two Stage Fatalities. For the fin¬ 
ishing moves in MK4 the Midway 
team have gone back to the sort of 
thing we saw in the very first Mortal 
Kombat game; lots of very gory 
and, for the most part at least, 
believable Fatality attacks. My fave 
is when Reptile leaps onto his 
opponent and then precedes to eat 
their face off in a shower of blood 
and skin - nice... 

As any Mortal Kombat fan will tell 
you, a game in the series simply 
wouldn’t be complete without a few 
hidden characters and the PSX ver¬ 
sion of MK4 doesn’t disappoint on 
this score either. You can find three 
hidden kombatants locked deep 
within the CD, and just like the 
arcade machine, working out how 
to unlock them takes much time 
and practise. 




JAX 

The muscle-bound 
Major Jax returns 
to the Mortal 
Kombat tourna¬ 
ment in this 
fourth instalment, 
with all the 
same strength 
and power that 
have become 
his hallmark over 
previous games. If 
you’re going to 
control Jax you 
should focus on his 
strength, as his 
speed is poor. 



Toasty! 

So at this point I can hear you all 
asking, ‘where’s the catch’? Surely 
all this quality must come at a 
price? The answer is, unfortunately, 
‘yes’, and the price is poor loading 
times. This has always been a prob¬ 
lem for PSX conversions of the 
Mortal Kombat series in the past 
and I’m afraid it has reared it ugly 
head once again here. You can 
expect to wait for anything up to 30 
seconds before the fights start, and 
more time is spent waiting for 
things like the title screen, the char¬ 
acter match-up screen, etc, and 
when you die you must sit through 
the whole process again. Although 
this is always going to be a problem 
when converting a game with the 
stunning visuals and sheer amount 
of information that MK4 uses, it 
doesn’t change the fact that it’s 




JOHNNY CAGE 

The Hollywood superstar 
returns to his fourth 
Mortal Kombat tour¬ 
nament with the 
intention of kick¬ 
ing some ass and 
getting the plot to 
his next movie. 
The way to play 
Cage hasn’t 
changed since the 
original game - 
move in on your 
foe, attack then 
retreat -speed and 
power. 
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and others, eg. Fujin, are new to this deadly game. Take a look to discover which of your old favourites live to fight another day. 



QUAN CHI 

Quan Chi is one of 
the new warriors 
to join the fray 
and he is set to 
make quite an 
impression. He 
has some 
excellent 
special moves that 
make him very 
tough to beat. 



TANYA 

Little is know about 
Tanya, but it is 
believed that see is 
connected with 
Shinnok in some way 
and that she has a 
struck a bargain with 
him, power and rich¬ 
es in return for the 
life of Liu Kang. Can 
she fulfil her half of 
the bargain and col¬ 
lect her reward? 



SUB-ZERO 

The ice-cold assas¬ 
sin is once again 
enters the realms 
of Mortal Kombat. 
Since he mur¬ 
dered Scorpion, 
his actions and 
direction has 
become confused 
and his ninja clan 
disbanded - could 
this be the final 
tournament for 
Sub-Zero? 



SONYA 

The head of the Special 
Forces unit, Lt Sonya 
Blade once again finds 
herself on the trail of 
justice that leads her 
to a Mortal Kombat 
tournament, and she 
is still one of the 
fastest characters in 
the game. 


HIDDEN KONTENDERS 


Anyone who keeps their ear to the ground and up to date 
with arcade news already knows the three hidden charac¬ 
ters as in the PSX version of MK4. They’re exactly the same 
in the arcade version, but just in case you don’t know ‘em, 
here’s the list in full. 



First up is the infamous Noob Saibot. After a short absence the shad¬ 
owed warrior returns to the Mortal Kombat arena stronger than ever. 

Next is a character called Meat. This guys is new to Mortal Kombat and 

has to be seen to 
be believed - you’ll 
understand why 
when you see him. 
The third and prob¬ 
ably the most excit¬ 
ing hidden charac¬ 
ter is the one that 
MK fans have been 
calling out for; 

Goro makes his 
return to the tour¬ 
nament in awe¬ 
some 3D. 




KAI 

Kai is one of the new 
characters joining 
this fourth instal¬ 
ment. He is a 
White Lotus monk 
and a friend of 
Liu Kang. In 
terms of game- 
play, Kai is very 
similar to the rain¬ 
ing MK champion 
so use his combina¬ 
tion of power and 
speed to overwhelm 
opponents. 



REPTILE 

Reptile has been 
around since the 
original Mortal 
Kombat in 
one form or 
another, and he 
now returns to 
the tournament for 
a fourth time. 
Reptile’s speed 
and range of spe¬ 
cial moves make 
him a deadly 
adversary. 



Ray den’s toasting fork proves every bit as strong as the manufacturers 
claimed, but we think he’s a greedy sod roasting a whole pig... 


bloody annoying and distracts from 
the fun of the game itself. This is 
shame. 

All in all, Midway and EuroCom 
have made an excellent job of a 
seemingly impossible task. 
Everything that made the arcade 
game so good has been crammed 
in to the PSX version. However, it’s 
also gotta’ be said that when you 
consider the competition MK4 is up 
against, and with the official Tekken 
3 release looming every closer, this 
latest MK game was never going to 
be top dog. Mortal Kombat can 
never touch the likes of the Tekken 
series for playability and depth, so 
for this reason alone it must take 



RAYDEN 

The god of 
Thunder and 
protector of 
the earth 
realm, 
Rayden is 
another char¬ 
acter to have 
been around 
since the very 
first MK 
game. He 
may only 
have a hand¬ 
ful of special 
attacks, but this doesn’t stop him 
being one of the deadliest characters 
in the game. 


second place to Namco’s amazing 
piece of software. MK4 has got 
more than enough going for it to 
hold its own in the PSX beat-’em-up 
market as it offers great visuals, 
good sound, lots of characters and 
most importantly. Fatalities. Well 
worth a look whether your a fan of 
the series or not. 

Alan 


B O P I l\i I O IV 

It’s not quite true 3D, but the side¬ 
step function works well, as do the 
attacks and combos. It’s great to 
see Midway take Mortal Kombat 
into the realms of 3D by concen- 
trating on gameplay rather than 
piling on the finishing moves. 

Great stuff! 

Doug 
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Ocean FunSoft Sports Sim 
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Out Now UK £39.99 1-2 Memory Card 


Baywatch with points? 






A re you a fan of sports titles 
but fed up of the constant 
stream of soccer, driving and 
baseball that fills the PlayStation’s 
shelves? Well it’s time to get into a 
new sport - beach volleyball, with a 
twist! 

Called Beach Volley Heroes in 
America but V-Ball over here, this 
game takes the sport of volleyball 
and shakes it around a bit. 
Volleyball games in the past have 


V-Ball is a game that’s all about 
having fun! 


been 2D at best, and not given you 
a choice of character to play, decid¬ 
ing instead to concentrate of creat¬ 
ing a perfect conversion of the 
sport. Well that’s not what volley¬ 
ball is all about, especially beach 


volleyball. This game is all about 
having fun! 

Developers FunSoft have added 
in ten wild and wacky teams to 
choose from, created in an out¬ 
landish beat-’em-up style with over¬ 
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ACTORS 

With their gleaming 
white teeth and 
shades, these guys 
are really full of 
themselves. 


FIGHTERS 
Looking like rejects 
from a Street Fighter 
game, these bandan¬ 
na-wearing types 
have brute strength 
on their side. 


GALS 

These gun-loving 
girls are out for a 
good time. They gig¬ 
gle and look helpless, 
but they’ve got some 
secret weapons 
tucked away. 

KUNG-FUS 
Experts In the martial 
arts, these guys use 
special chopping 
moves to return their 
balls. I bet one of 
them is called Akira. 


NINJAS 

Mysterious members 
of a ninja clan, these 
are the last people 
you would expect to 
find in a volleyball 
tournament. 


SEXIES 

Pwoor! A blonde and 
a redhead, these 
girls will do anything 
for a fiver... No, I 
mean they are really 
top volleyball players. 


SOCCERS 
Football is a man’s 
game, so it’s a shame 
these two look so 
girly. Their soccer 
skills won’t help much 
here - you use your 
hands in volleyball. 

SOLDIERS 
All kitted out with hel¬ 
mets and boots, 
these guys are big 
and butch. If you win, 
they’ll probably shoot 
you! 


TALLS 

These guys got their 
name because 
they’re tall. It’s as 
simple as that. They 
also have ridiculous 
haircuts, but that’s 
irrelevant. 


Ooo. A mysterious 
team that you don’t 
get to play until you’ve 
conquered the rest of 
the game. It’s nice to 
have something to 
look forward to! 
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but .they would look just as at home 
on a Mega Drive 32X than a 
PlayStation. 

The overwhelming feeling you 
get after an hour’s play is that this 
is fun for a short time, but really 
not worth the asking price of a 
PlayStation game these days. V-Ball 
would probably fare much better as 
part of the Platinum range. Fun for 
a while, but you can help getting 
the feeling that it’s just not worth 
the asking price. 

Doug 


a 
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sized bodies and special moves to 
pull off. Each team Is made up of 
two people, and the developers 
have drawn on the characters’ 
strengths by giving the Soldiers 
powerful arms, the Kung-Fus chop¬ 
ping moves and the Sexies a large 
pair of breasts each, although I 
imagine big breasts would hinder 
rather than help in volleyball. 

All Around the World 

The games take place in locations 
all around the world, most of them 
beaches (obviously), but some (the 
Soldier’s army base courts, for 
example) on tarmac or gravel. 
There’s a training mode to start you 
off, teaching all the basic moves. It 
doesn’t take too long to get used to 


the controls; most of the time it’s a 
matter of simply pressing the joy- 
pad buttons at the right time. As 
long as the ball stays in the air, 
you’re okay! Once you’re trained up, 
you can progress to the Amateur 
League, then on to Pro League and 
finally Tournament Mode for the 
true beach volleyball experts. 

This is all great fun for a while, 
until it dawns on you that you’ve 
hardly got any control over the 
action at all. Okay, so you serve the 
ball then continue to press the but¬ 
tons at the right time to keep a vol¬ 
ley going, but rapidly pressing the 
buttons with no thought at all 
offers the same rewards as concen¬ 
trating on your game. The graphics 
are all polygon based, obviously. 


Hmmm... Not baaaad, but is there 
really forty quid’s worth of enter¬ 
tainment here? Soccer, basketball 
and ice hockey games offer a host 
of tournaments and teams. Fair 
enough this one’s tounge in cheek 
instead, but compared to other 
sports games it’s threadbare. 

Mike 
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CRUISING OVER THE GOLDEN GATE 


The PlayStation version of San Francisco Rush has a fantastic intro sequence that starts off 
with what looks like an old scratchy sepiatone film of a car driving over the Golden Gate 
Bridge, but then turns into a modern colour film complete with rocking soundtrack - excellent. 






T he Streets of San Francisco - 
what better place to create 
one of the most breathtaking, 
stomach-churning, eye-popping 
racing games the PlayStation has 
ever witnessed? With its steep 
hills, recognisable landmarks and 
crazy traffic you’re guaranteed one 
hell of a bumpy ride with Midway’s 
San Francisco Rush. 

Anyone who has ever visited San 
Francisco will have pondered to 
himself or herself how cool it would 
be to race down the ridiculously- 
steep hills at loomph in a sports 
car. They have managed it in the 
movies, but then they had to cor¬ 
don off the traffic to give a clear 
run. No, the only way a dream like 
this is going to come true is on your 
PlayStation. 

The roads, lanes, bridges and 
rooftops of San Francisco make up 
six tracks in Midway’s latest block¬ 
buster, with a rumoured seventh 
that takes you all the way over to 
Alcatraz, the notorious prison out in 
San Francisco Bay. There’s also a 
good selection of cars, with eight to 
choose from at first, ranging in dri¬ 
ving difficulty, and including a 
camper van and a VW Beetle. There 
are extra ones to discover if you 
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meet the grade. 

This isn’t a simple game of racing 
around and around a track though - 
far from it. There are multiple racing 
modes to choose from before you 
ever reach the starting grid. In a 
one-player game you can select 
from a Normal Race, Extreme Race, 
Circuit Mode, GP Mode, Explosive 
Mode and Time Pickup. Then there’s 
also a two-player split-screen mode 
that can be played horizontally or 
vertically depending on your taste, 
and even a two-player link-up. 

A Tour of the City 

Once your type of race is chosen, 
it’s time to select a track. Track One 
takes you from the Golden Gate 
Bridge, through the Golden Gate 
Park, into Haight Street and finishes 
up outside the Palace of Fine Arts. 
Track Two takes in Fisherman’s 
Wharf and Pier 39. The third track 
whizzes through China Town, Sutra 
Tower and into Market Street while 
track Four goes through the 
Presidio, into the MacArthur Tunnel 
and over the Bay Bridge. These are 
just the first four tracks - and you 
can also play them in Mirror and 
Reverse Mode too. As you can see, 
you’re in for a real tour of this fan¬ 
tastic city in this game. 

What sets San Francisco Rush 
apart from other racing games is 


the fact that each track has small 
keys tucked away. These can be col¬ 
lected as you race around to unlock 
secrets. The problem with collecting 
the keys is that you must still reach 
each checkpoint in the set time 
limit, so you’ve got to be quick - 
there’s no time for sight-seeing. 

The actual layout of the tracks 
can cause you problems, as well as 
help you reach the checkpoints in 
record time. The hills of the city are 
so steep your car lifts off the 
ground at the top and soars 
through the air. If there’s a concrete 
bridge just up ahead you could well 
find yourself smashing straight into 
it. Next time around you know to 
slow down on the brow of the hill. 
Because it’s so easy to crash, 
Midway have included a special 
option in the game that picks up 
your car from any scrape and puts it 
back on the track a little way 
ahead. This is an option that is 
unique to San Francisco Rush, but 
you soon find it indispensable. 

Each track also has a bunch of 
shortcuts hidden away. These range 
from bizarre rooms you can access 
through fences which lead back 
onto the track miles ahead of the 
opposition to halfpipe-style trench¬ 
es where large boulders must be 
negotiated to win a few seconds on 
your rivals. There are also excellent 






A COLLECTION OF CARS 


There are eight cars to choose from at the start of the game, ranging in difficulty from Beginner through Advanced, Expert and Extreme - 
you’re warned the Extreme car gives a full simulation. In other words, you crash, you die, game over. 

BEGINNER ADVANCED EXPERT EXTREME 
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CHOOSING A TRACK 








ways to cut corners by driving over 
the rooftops of the city. At one point 
you can drive underneath a parked 
lorry, hit a ramp and soar through 
the air over a bunch of buildings to 
land back on the track - fantastic 
stuff. So the game really works on 
two levels - you can race it normal¬ 
ly, or spend your time searching out 
the hidden keys and shortcuts to 
enhance your racing experience. 

Arcade Action 

San Francisco Rush was originally 
an Atari arcade game, and it has 
already seen a sequel in the 
arcades - San Francisco Rush: The 
Rock Edition. It then became one of 
the best driving games for the 
Nintendo 64 in an almost perfect 
conversion, and now it’s the 


displays for ages while it loads. 
Next you must load the track selec¬ 
tion screen, and yes the CD spin¬ 
ning sign is back again. Track 
selected? Then it’s time to load the 
car selection with more loading 
time. Then the gears - again, the 
black background CD spinning 
screen is back. Then finally you 
load the track you want to play. 
Now, you could live with this if you 
could get on with racing till the 
cows come home now. Sadly, you 
can’t. If you crash and burn but 
want to play the track again, you’ve 
got to load it once more, even 
though the ruddy thing is already in 
the memory. This all stinks of shod¬ 
dy programming of the kind which 
caused gamesplayers in the old 8- 
bit days to tear their hair out. 


Today’s PlayStation games 
shouldn’t suffer from multi-load 


PlayStation’s turn. I don’t like to say 
it, but the PlayStation game seems 
to be the ugly sister of the bunch. 
Being programmed by a completely 
different team to the arcade and 
N64 games, it has lost some of the 
polish and charm of the original 
with reworked tracks and a com¬ 
pletely different approach to the 
key system. On the Nintendo game 
you could choose to cruise around 
the city, checking out all the nooks 
and crannies to find the hidden key 
locations then pick them up on your 
next race through. The PlayStation 
game doesn’t give you any such 
luxury; you can only pick up keys in 
the middle of a race, making it 
almost impossible to find them all 
without a lot of help. 

The major gripe I have with the 
game, though, is the return to the 
dreaded multi-loading days of the 
ZX Spectrum and Commodore 64. 
We all thought those days were 
long gone, but more and more of 
today’s PlayStation programmers 
seem to be resorting to the same 
tactics in their games. In San 
Francisco Rush you must first load 
the title screen, a loading CD sign 
spinning on a black background 


Today’s PlayStations shouldn’t ever 
suffer from the same multi-loading 
problems - it’s ridiculous. 

The multi-load is particularly 
annoying as it really kills the game. 
One qf the attractions of the arcade 
and Nintendo versions was the 
immediacy of the play - all that is 
stamped out with a minute wait 
between tracks. 

If you think you have enough 
patience to sit through the endless 
loading, then San Francisco Rush 
does have a lot of cool ideas and 
excellent tracks to offer -1 just get 
the feeling it could have been so 
much better. 

Doug 



The one thing that sets 
San Francisco Rush 
apart from other racing 
games is the tracks. 
They are all set on 
imaginary circuits 
around the city, taking 
in some of the land¬ 
marks that have made 
the place to famous - 
including the Golden 
Gate Bridge. 



a p I IV I o IV 

The driving model here’s good, 
but design changes and sorry 
loading times bring down the 
score. 

If you like the arcade game and 
are fairly tolerant of disc access¬ 
ing, go for it. If not, think carefully. 

Alan 


THE SCORE 

^ GRAPHICS 

E 

^ SOUIVD 

^ GAIVIEPLAY 

6 

B 

^ LIFESPAIV 

5 

Ya 
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PUBLISHER DEVELOPER GENRE RELEASED VERSION PRICE PL AYERS PERI P HERALS 

Konami Konami CE Tokyo RPG TBA UK E39.99 1 Memory Card 


Final Fantasy meets Sim City with a Tamagotchi? iVs definitely weird, 
but how wonderful is it? 

Azure Dreams 



IT GETS WEIRDER AND WEIRDER 


K onami have certainly deliv¬ 
ered something different with 
their latest release. It’s hard 
to say exactly which genre this 
game comes under, but let’s just 
say it’s a little bit RPG, a little bit 
simulation, a little bit action, a lit¬ 
tle bit adventure, a little bit turn- 
based, a little bit ohh and a little 
bit ahh. Or something... 

Right then, where to begin? Well, 
here’s the story so far (read careful¬ 
ly, this isn’t easy!)... 

You live in a village called 
Monsbaiya, which stands in the 
shadow of a great tower known as 
the Monster Tower. Within this 
megalith are many magical eggs 
that can hatch into monsters. These 

It’s fair to say 
Azure Dreams 
scores an A-n 
in the original¬ 
ity stakes 


eggs can be traded in the town for a 
fortune in gold, but due to the dan¬ 
gers that lie within the tower, a 
strict rule prohibits anyone under 
the age of 15 from entering. Luckily 
enough, though, it’s your 15th birth¬ 
day today and you’re free to roam 
the Monster Tower to find your for¬ 
tune or your fate. 

Being the Son of a great Monster 
tamer, you wish to do your best to 
survive the Monster Tower and 
bring back many eggs, some for 
training to aid you in battle and 
others to sell to make your fortune. 
In a spirit no Government minister 
would understand, you have the 
opportunity to put your money to 
good use and inject it back into the 
community by upgrading buildings 


that already stand in the town. You 
can add washing machines, televi¬ 
sions, rugs and even gym equip¬ 
ment if you feel that way inclined. 
On top of this, you can build attrac¬ 
tions for the town like casinos, 
libraries, bowling alleys and even a 
race track for a flutter on the hors¬ 
es! Depending on the types of 
buildings and how many you create, 
the way townspeople react to you 
changes in a style similar to that of 
the residents of any Sim City. 

Dream On... 



So 1 think it’s fair to say that Azure 
Dreams scores an A-i- in the original¬ 
ity stakes, but how it fares in the 
other areas is, unfortunately, a dif¬ 
ferent story. It would be unfair to 
ridicule the game too much 
because it has terrible graphics 
(even though it does) due to the 
memory constraints most huge 
RPGs suffer from. Good graphics 
and this genre of game just don’t 
mix as they’re both memory-hungry 
critters. Any game could look and 
play like FF Vll given enough CDs 
(and SquareSoft’s budget) to play 
with, but this normally just isn’t 
viable. Given the choice between 
gorgeous graphics 
and a good game 1 
know which street 
I’d walk down. As 
long as the 
game is 
playable, func¬ 
tional graph¬ 
ics are all 
that’s need¬ 
ed. Which 
rather 

sadly brings 
me to the next 
point, or the 
lack of it. 
Playing 
the game 
for any 
length of 



Monster Tower has several spells cast upon It to put hunters off 
entering, but a man’s got to do what a man’s got to do, spells or no 
spells! 

Each time you enter the Tower, the Inner structure changes, giving 
you a different challenge every time. You always start on the lowest 
level in the Tower, no matter how many times you’ve been there 
before, because of a spell that makes humans weaker inside the 
Tower (?). Finally, if you try to enter the tower with too many mon¬ 
sters and items, your attempt is denied. Apparently it's got some¬ 
thing to do with monsters having empty hearts, or something... 
Honest! To be frank, though, the Tower levels are far too samey and 
dull. The graphics don’t really change; just the locations. I would 


have preferred to have seen 90 levels of detailed, well designed 
gamepiay rather than basic levels that randomly generate, but hey 
who the hell am I? . ^ 


There are three secretsf’to the 
tower. 


First, it is said that will 
always get when first 

enterii^ the fower. 





















X-rated 




KEIW chanted Flane ^ 

Ian’s attack 

PULUNPA received 5 dans^e. 


ONCE UPON A TIME 


To continue the rather 
surreal fee! of the 
game, the character 
name selection screen 
is one of the best Tve 
ever encountered. 
You’re prompted to give 
yourself a name by an 
angel who Is floating 
around in the sky. He 
proceeds to pop it into 
your father’s head just 
after you’ve been born. 
Your parents chat for a 
bit, then decide the 
name they have decid¬ 
ed on (ie. the name you 
chose) must have been 
given to you by God 
himself. The words 
‘bunch of’ and 'nutters’ 
spring to mind, but 
Konami certainly like to 
do it differently. 

Then as the intro 
sequence continues, 
your father attempts to 
reach the top of the 
Monster Tower, but 
never returns. The cut 
scene eventually reach¬ 
es the morning of your 
15th birthday, which is 
where journey begins; 
ahh! 


time takes a lot of willpower, mostly 
due to the amount of to-ing and fro- 
ing between the Monster Tower and 
the town itself. Even the small sub¬ 
quests consist of going to the 
Monster Tower and defeating some¬ 
one or other. 

This probably wouldn’t be too 
painful if it wasn’t for the control 
interface for battles and functions 
within the tower. The rather dodgy 
turn-based ‘real- 
time’ battle 
scenes are really 
aggravating, and 
nowhere near as 
user-friendly as 
they should have 
been. 

Considering you 
have to fight as 
many enemies 
as possible to build 
up your character 
and his monsters, it 
should have been the 
best designed feature 
of the game, but 
instead it’s right where 
it falls flat on its face. 
It’s really tricky to 
keep your foe in 


front of you, making the battles 
frustrating rather than challenging. 
To the game’s credit, though, you’re 
not forced to fight like in FF Vll, 
where fight scenes pop up at the 
most inconvenient times. You can 
avoid the brawls here, but it’s not in 
your best interests if you want to 
crack the game quickly. 

EegjCCtPtipnal 

Originality 

The playability of Azure Dreams 
may be technically flawed, but that 
doesn’t mean to say the game has 
nothing to offer a persevering RPG 
fan. Other elements in the game are 
suprisingly clever and really have a 
lot of depth. For example, there are 
a total of 50 different monster eggs 
to be discovered within the tower, 
each hatching into a monster with 
its own separate characteristics and 
street values. When the eggs are 
hatched, it’s your job to train them 
to be your assistants within the 
Monster Tower. Along with being 
able to give them different attack 
strategies and patterns which can 
all be altered during battle, you can 
also cross different types of mon¬ 
ster to create your own personal 


breeds. 

With a total of 90 stages to take 
you to the final level at the top of 
the tower, Konami’s projection of 50 
hours playing time cannot be 
denied. The more important point, 
though, is not the longevity of the 
game but how long you actually 
WANT to play. This is one thing I’m 
afraid Konami overlooked when in 
production of Azure Dreams. 

Without a doubt hardened fans of 
the RPG genre will have something 
to talk to themselves about for the 
next few months or so, but leave it 
well alone if you weren’t brought up 
on a diet of Games Workshop pur¬ 
chases and anoraks with your name 
sown into the label, if you get my 
drift. To be wise with your money, 
you’d do well to rent before it’s 
spent. 

Russell 


a p I iM I o i\i 

The most interesting thing about 
Azure Dreams is the way you can 
pursue sub-plots within your 
growing town, eg. by finding and 
chasing a love interest. The game 
as a whole is let down by poor 
combat and dodgy controls 
though. 

Ian 


THE SCORE 

I^GRAPHICS _ 7 

►_soui\ip_ _ 7 

|>^GAIVIEPlJ\Y _ 

► LIFE SPAM _ 7^ 

69 % 
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Sony CEE 

Sony CE Japan 

Simulator 

Out Now 

UK 

£34.99 

1 

Memory Card 



T amagotchis are bloody aggra¬ 
vating. The only one 1 had 
ended up committing suicide I 
think, but I never really had much 
time for it... 

Tamagotchis; you can’t live with 
‘em, and you can’t stop ‘em beep¬ 
ing unless you throw ‘em under a 
Number 43. We’ve got those rather 
nutty Japanese peeps to thank for 
inflicting them on us; 1 suppose it’s 
no wonder as we went to war 
against them, but that’s a different 
story. Anyway I digress, because 
thankfully Pet in TV isn’t the type of 
Tamagotchi you see out on the 
street. In fact, I’m going to be bold 
and say it’s pretty good fun and a 
refreshing change from the norm - 
hurrah! 



WHAT THE HELL ARE YOU DOING? 


When the game is first started your Pet really doesn’t know very much about anything and will 
attempt to do the strangest things with inanimate objects. Once you’ve corrected his mistakes 
and he understands what things are for and what they do, he remembers this In the future and 
automatically interact with it in the same fashion in the future. 


Your pet keeps trying to 
interact with something 
until it decides it doesn’t 
like the object or just gets 
bored. 

His total list of abilities are 
as follows: 


• Smelling 

• Touching 

• Threatening 

• Bashing 

• Putting things on its head 

• Attempting to take things 
back home in his backpack. 


• Throwing 

• Turning things upside- 
down 

Watching your Pet trying 
to carry out these com¬ 
mands is really very 
funny, and it’s well ani¬ 


mated considering the 
basic nature of the graph¬ 
ics. To be honest, he’s 
really quite sweet and 
does the best R2-D2 
impression I’ve ever 
heard, bless him. 




When the game begins, your lit¬ 
tle chum wanders around the basic 
but functional 3D playing area, fran¬ 
tically grabbing stuff from his back¬ 
pack and plonking it down on the 
floor. First he grabs a small stair¬ 
case and puts it on the ground, 
leading up to a raised area. When 
he’s done that, he walks up and 
pulls out a bloody great building 


and places it in front of him. This is 
your starting point and also your lit¬ 
tle mechanical friend’s home. 

When your pet has finished with 
his antics, it’s your turn to take 
charge, but not control. You see, 
the idea of the game is to teach Pet 
to learn about the world around 
him and how to interact with it 
through a rather impressive method 


of trial and error. 

Trial and Error... 

The bulk of your control over your 
pet consists of telling him whether 
what he is doing is right or wrong 
and choosing the location or object 
you’d like it to interact with next. 

For example, if Pet is attempting to 
put a brick wall on his head you can 


tell him his actions are incorrect 
and to try something else. He may 
go on to attempt to smell it, but as 
you continue in this vein he eventu¬ 
ally discovers that walls are for 
jumping over or smashing with his 
fists. This makes him very happy, 
and he remembers to try and inter¬ 
act with a wall in this fashion in the 
future. This can be done with every- 
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Virtual pets with a difference... 



NO, I WAS JUST BORN 
THAT WAY 


When you first boot up 
the game, you are 
given the choice 
between five different 
types of pets, each with 
their own little quirky 
personalities. 


• Type 1 is your standard 
model, a bit of an all-rounder 
and generally an agreeable 
little chap. 

• Type 2 is a bit more up¬ 
beat and lively, as well as 
being particularly easy to 
please (I wish I could say the 
same about my other half!). 

• Type 3 is your shy type, 
attempting to live an honest 
and quiet life as best he can. 

• In stark contrast. Type 4 is 
a bit of an eccentric who 
likes to muddle through in 
his own little way. 

• My girlfriend - no sorry. 

Type 5 - is a bit cagey and 
cautious and incredibly sen¬ 
sitive and tricky to please. 


st'scssk: 






«e«ect 


thing from birds tweeting around 
the screen to lumps of turd that 
make him faint when smelt. 

Once he’s happily interacting with 
most things in the world, you can 
actually tell it to use its own initia¬ 
tive and try things out for itself, 
leaving you to correct him when he’s 
wrong and solve the many puzzles 
that are found around the vast play¬ 
ing area. Like a Tamagotchi, though, 
he gets tired, hungry and needs to 
have his systems checked back at 
home. He also refuses to do things 
if it doesn’t want to, and needs the 
occasional stroke to bring a smile 
back to his face. Ahh; maybe this 
type of Tamagotchi isn’t so bad after 
all. 

Though this title is far from per¬ 
fect, it’s a great attempt by Sony at 
producing something innovative and 
different. With any luck, we can 
expect this niche game to one day 
develop into a new genre that could 
continue to push the envelope of Al 
into really exciting directions. Keep 
an open mind with this title and give 
it a go; it may well surprise you. 

Russell 


B 


O P 


IM 


O IV 


I 


This is more than a dodgy 
Tamagotchi clone. Here you build 
your pet’s mind with Pavlovian 
training techniques. 

It’s fun watching him grow in 
intellect, though the game as a 
whole is little more than a 
curiosity. 


Ill 


Mike 



x-rmted 





THE SCORE 


► GRAPHICS _ B 

► SOUIVD _ B 

► GAMEPLAY _ B 

^ LIFESPAIV_7 


71 % 
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Despite Bruce Willis"importance to the film, he’s poorly represented in the 
game. You never see a digitisation of his face, for example. 


A ccording to the legend, every 
five thousand years the 
Universe needs a hero; a Fifth 
Element to add to Earth, Air, Fire 
and Water, made of anti-energy 
that will save the Earth from 
extinction. The trouble is a good 
hero is hard to find these days - 
that was until the invention of the 
PlayStation. Now they’re ten-a- 
penny. 

You may remember the movie 
The Fifth Element from a few 
months back. It starred that action 
movie regular Bruce Willis in a 
futuristic setting complete with 
insanely ugly aliens and a good 
helping of science fantasy. Well in 
true film tie-in fashion the 
game, created by Gaumont 
Multimedia and Kalisto 
Entertainment, is run¬ 
ning way behind 
the movie. 

In an under¬ 
ground temple 
hidden away 
in the most 
remote desert 
in the world lie a 
bunch of carved wooden 
‘keys’ representing the four ele¬ 
ments of Earth, Air, Fire and Water. 
These elements have gone 
untouched for five thousand years, 
but must be brought into play once 
again as the Earth faces complete 

A good hero is 
hard to find 
these days - 
except on the 
PlayStation... 


destruction. They are useless, 
though, without the fifth element - 
an extra terrestrial being in the 
form of a beau¬ 
tiful young 
woman. The 
two heroes 
of the 
game must 
fight their 
way through 
many 
lev¬ 
els 
to 


Leeloo is such 
a babe... 
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face and defeat the Absolute Evil 
and save the Earth for at least 
another five thousand years. 




woman 


HERE ARE THE HEROES 


There are two very different characters 
to play in Kalisto’s adaptation of The 
Fifth Element - one male, one female. 
They both have unique talents and 
skills to practice and master. Korben 
is a gun-toting hardman with an 
unshaven chin and Leeioo is a power¬ 
ful and acrobatic extra terrestrial, sent 
to Earth to save us all from extinction 
- ail In a day’s work for a modern 


LEELOO ; 

When you first get to control Leeioo she 1 
has nothing but her fists and feet for ■ 

. defence. She is a master of martial arts 
techniques, fast and an extremely life-like 
alien. She can jump and hang from the 
. ceiling, crouch and crawl arouncUop-perform 
V somersaults to get herself out of danger. 

I -0 Later into the mission she is equipped with 

I ^ hand grenades and bombs too. Her main advan- 
tage is th a t s he can follow paths unavailable to 
Korben due to her lighter frame. 


‘ KORBEN 

This is the guy you start out the game with. He’s a 
specialist in all kinds of weaponry and pulls out a gun ^ 
at the drop of a hat. He’s much slower to control than 
Leeioo, but makes up for this by being powerful and ; 
able to hide effectively. You can shoot with him ; 
wWe crouching and there are many guns to find ' 
along his travels, including a ZF1 with various 
options, a flamethrower, a freezer and rockets. 


Polygon power 

The Fifth Element uses the polygon 
school of world creation made 
famous in games like Tomb Raider; 
these detailed polygon worlds have 
almost become run-of-the-mill on 
the PlayStation 
these days. 
By mixing 
in special¬ 
ly-edited 
sequences 
from the 


movie, 
Kalisto have 
created a 
complete 
interac- 
tive 

^ ver¬ 


sion of The Fifth Element story that 
takes you from the starting scenes 
through to the end credits. 
Strangely you don’t ever get to see 
Bruce Willis’ mugshot or likeness - 
they obviously couldn’t afford his 
huge fee. 

What sets The Fifth Element 
apart from Tomb Raider and other 
clones is that you get to play as two 
characters from the movie - Korben 
and Leeioo. The first level, for 
example, sees the player as Korben 
standing high up on a futuristic sky- 
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WEB WONDERS 


If you have access to the Internet, you can check out more 
on The Fifth Element on the various web sites that are 
available. The game is detailed on Kalisto’s own site that 
you can find at... 

www.kalisto.com/the_fifth_element/ 


Movie meddling 

The design team at 
Kalisto took the movie 
storyboards and video 
footage of The Fifth 
Element, then took 
the design process 
one step further to 
create the unique 
PlayStation game we 
see here. Director 
Luc Besson created 
many models, 
sketches and paint¬ 
ings of the world he 
imagined the film 
to take place in 


scraper. His mission is to kill 
off the guards on the 
rooftop and penetrate the 
Nucleolab to activate the 
materialisation of 
Leeloo, a beautiful 
extra-terrestrial 
creature with the 
power of many 
men. She is the only 
thing that can save 
mankind. 

The game continues 
with the player as Leeloo - 
she must escape from the 
Nucleolab by crawling under 
lasers, over robots and through 
secret passageways using her incredi¬ 
ble acrobatic skills. She is unarmed, and 
the guards all carry stun guns so you 
must be quick on your feet to reach the 
end of the mission. 

You get to chop and change between 
the two characters throughout the 
game, with two outfits for each to see, 
including a rather fetching white strap 
number for Leeloo that doesn’t leave 
much to the imagination. The story is 
played out in 15 levels of a futuristic 
New York City as you pass through 
the sumptuous surroundings of 
Fhloston Paradise, the space shut¬ 
tle, the police station and the New 
York sewers with the ultimate goal 
to reach the magnificent Egyptian 
temple. There are multi-enemy 
fights to survive, special fighting 
combination moves to learn, 
perplexing puzzles to solve 
and many hidden bonuses 
and shortcuts off the beat¬ 
en track to discover. 
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MOVIE MOMENTS 


No PlayStation game would 
be complete without exten¬ 
sive full motion video 
sequences to break up the 
action and The Fifth 
Element has the luxury of 
hours of videotape to 
choose from. The strange 
thing is that Bruce Willis 
doesn’t appear in any of it. 










and has given all those over to the 
designers. Many of the locations 
and characters were never used in 
the finished film, but they come to 
life in the game instead to create a 
well-rounded environment. Add to 
these great graphics, 12 musical 
themes exclusively composed by 
Kalisto which change depending on 
the mission you are playing and the 
character you are playing it with 
and you’ve got the perfect science 
fiction atmosphere for the game. 

I must admit that I was very 
impressed by the visuals and game- 
play in The Fifth Element. The game 
is packed with huge weapons, 
nasty creatures and complex levels 
with a difficulty that keeps the 
novices at bay, but provides a cool 
challenge for hardened videogame 
players. The controls for both 
Korben and Leeloo are a little tough 
at first, with so many combinations 
of joypad buttons needed to sur¬ 
vive through even the early scenes, 
but you soon get the hang of 
things. A decent trainer accessed 
from the start menu would have 


gone a long way to solving the con¬ 
trol problems. Instead you’re treat¬ 
ed to a movie display of the 
motions needed - nothing interac¬ 
tive. 

The game does boast puzzle ele¬ 
ments, but many of them are quite 
simplistic compared to the brilliant 
Tomb Raider series. The Fifth 
Element relies more on brute force 
for its appeal rather than brainpow¬ 
er. This is a bit of a shame really, as 
a few more complex puzzles would 
have lifted the game. 

if you enjoyed the movie, 
though, this game is the perfect 
way to continue your journey into 
the futuristic world of The Fifth 
Element. There are many scenes 
that weren’t even included in the 
movie, and the story is told really 
well with very high quality video 
sequences and some great special 
effects. 

If you’re a sci-fi fan looking for a 
challenge, look no further. The Fifth 
Element will keep you busy for a 
longtime to come. 

Doug 




o 


i\i 


a i\i 


Not bad at all. Not exactly original 
(Tomb Raider got there first), but 
it’s well executed and enjoyable. 

As Doug said, more complex puz¬ 
zles would help it to carve a niche 
in the genre, but even as it stands 
it’s a great game. It’s got Leeloo in 
it too... 

Mike 


THE SCORE 


^ GRAPHICS 8 

^ SOUIXID 7 

^ GAMEPLAY 9 

^ LIFESPAIM 8 


85 % 
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Entertainment 


DEVELOPER 

Irem 


GE NRE 

Shoot-’em-up 


RELEAS ED 

October ’98 


V ERSION PRICE PLAYERS PERIPHERA LS 

UK TBA 1-2 Memory Card Dual Shock 



R-Type is the mother of all side 
scrolling shoot-’em-ups... 


R -Type is without a doubt the 
mother of side-scrolling 
shoot-’em-ups. For those who 
don’t know, it incorporates huge 
weapons, huge aliens and huge 
amounts of trouser tension for 
those who’ve played it. The release 
of R-Type and R-Type 2 on a single 
CD is a gift from God; it’s definitely 
about time we got a couple of 
decent shooters on the 
PlayStation. It just worries me that 
we have to rely on games of yester¬ 
day to get our thrills today, but it 
just goes to show they don’t make 
‘em like they used to. 

It would be foolish of me to 
attempt to rate the two R-Type titles 
separately due to the time between 
their releases and the release of 
this R-Types compilation. Instead 
ril rate the disc as it stands and on 
its value for money and value as a 
retro-gaming experience. 
Graphically, for example, the game 
doesn’t have a leg to stand on in 
this day and age, even though the 
translation to the PlayStation is 
arcade perfect. That isn’t what this 
review is about; if anything the 
review of this compilation should 
serve as a warning to all developers 
out there that seem to have lost the 


plot as far as creating quality shoot- 
’em-ups go. Someone has to 
defend a genre that has been 
catered for since the dawn of gam¬ 
ing and one that will still be with us 
for many years to come. Ah, that’s 
better! I digress... 

Blast from the Past... 

I really think the re-release of both 
R-Type games would have been a 
complete disaster had the design¬ 
ers decided to fiddle 
with the graphics or 
game mechanics in 
its transition to the 
32-bit scene. In my 
mind, there’s noth¬ 
ing worse than tak¬ 
ing a perfectly good 
game and ripping it 
apart simply for the 
sake of it, so I was 
happy to see that 
the games have 
been left completely 
arcade perfect, even 
leaving the ‘insert 
coin’ title screen in 
all its glory. The only 
addition that’s been 
made for its presti¬ 
gious 32-bit appear¬ 


ance is a rather 
nice introduction 
sequence that 
lets you see the 
R-Type fighter 

craft In all Its 3D glory. It also gives 
the player the opportunity to find 
out exactly what the plot is, even 
though it really doesn’t have any 
bearing on the game whatsoever; it 
just looks good, but that was the 
way it was back in those days. 
Stories for games were not needed 
because games were purely based 
around playability and not weak 
interactive sequences relying heavi¬ 
ly on a complex plot to hold the 
player’s interest for long enough to 


fool them into thinking that they’ve 
got their money’s worth. Sure 
enough, you could give me a copy 
of R-Types, a PlayStation, a desert 
island somewhere near the equator 
and Man Friday, and I’ll have plenty 
to while away those seemingly end¬ 
less summer evenings with (so 
what would you do with Man 
Friday? - Ed). 

R-Type of Game... 

What can you say about a game 
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IF IT AIN’T BROKE, DON’T FIX IT 


I’ve always wanted to know the story behind R-Type, but then I am the only person that wears an anorak to the office! 

At the beginning of the 22nd Century, mankind finally managed to establish world peace, only to be invaded by a technically 
advanced race known only as Leviathans. The people of Earth decided to strike back using the latest generation of space defence 
crafts know as R-Types. Civilisation depends on these ships succeeding so life as we know it may continue. 
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The best is back! 


that has been released 
on as many platforms 
as you could possibly 
want to shake a stick at and held its 
own for as many years as R-Type 
and its sequel? The playability and 
lastability really is phenomenal, 
and is largely thanks to the innova¬ 
tive nature of enemy attack pat¬ 
terns and huge boss characters that 
have endlessly been reproduced in 
second rate spin-offs even to this 
day. Strangely, barring the intro 
sequence, the only addition to the 
game is part compatibility with the 
Duel Shock control pad. The ana- 


the addition of R-Types to your col¬ 
lection, as well as collectible bite of 
gaming history. Go on, you know 
you want it! 

Russell 


logue stick is not used (nor need¬ 
ed), though the Dual Shock side of 
the pad is accessible through the 
options screen. It gives you a nice 
satisfying rumble when you let off a 
power shot and goes hell for 
leather when you get blown up. It’s 
a nice touch, and surely the first 
game ever to only the rumble and 
not the analogue. 

If you like a challenge and you’re 
not biased due to it’s retro roots, 
you certainly will not go amiss with 


WEAPONS AND TACTICS 





time during play, but when the Force is fixed to 
your craft it works in conjunction with your 
own weapons system to create a much more 
powerful weapon. If you decide to detach from 
It, however, the force changes Its fire pattern to 
assist you from a distance. 

You can also build up a power shot by holding 
one of the Fire buttons down until it charges 
up to the maximum, letting you fire a huge 
power bolt that sails right through most ene¬ 
mies. This also helps you trash most of the 
bosses in the game, depending weather it 
gives you enough time to charge it up. 

All in ail, it’s very clever really, and obviously 
light years ahead of its time - but that’s R-Type 
all over, if you ask me... 


A lot of the magic of R-Type is thanks to the 
game’s ingenious weapons system and its 
intelligent design. By shooting flying pods you 
encounter during play, you can access new 
weapons that come In the form of another pod- 
like contraption called a Force. This can attach 
Itself onto either the front or rear of your R- 
Type, giving you a new weapon depending on 
the original pod you shot. 

The Force can be made to detach from your 
craft and float in front of or behind you, while 
still in a set pattern. It can protect you from 
enemy fire by soaking up the bullets like a 
shield, and also causes damage to enemies 
when it comes into contact with them. You can 
also call it back to your ship to re-attach at any 



F] a 
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Old it may be, but keen level 
design, interesting attack patterns 
and versatile weapons make this 
one an all-time classic. It’s packed 
with devices, from the wheel you 
must enter and leave before you’re 
trapped by the scrolling to the huge 
space ship you must trash later. 

Ian 


THE SCORE 


y GRAPHICS B 

^ SOLIIMD 4 

^ GAMEPLAY 9 

^ LIFESPAIV 9 


90 % 
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X-rated 


PUBLISHER DEVELOPER GENRE 

Acclaim Sports Acclaim Sports 


RELEASED VERSION PRICE PLAYERS PERIPHERALS 

Out Now UK £39.99 1-4 Memory Card Multi Tap 


Shoot, suplex, submission... 

WWF 

Warzone 


T he grunts and groans of the 
World Wrestling Federation 
come crashing onto a 
PlayStation near you with the 
arrival of WWF Warzone from 
Acclaim. So is it as good as win¬ 
ning the WWF Heavyweight Title, or 
about as much fun as being drop- 
kicked by Bret Hart? Read on and 
all will be revealed... 

Professional wrestling in 
American is a strange sport and no 
mistake, although I use the term 
‘sport’ loosely. How can something 
so obviously scripted and fixed 
before the match starts draw huge 
crowds of anything up to 100,000 
people? As someone once said, 

‘only in America’. However, take this 
mayhem and put it in a videogame 
and It all slots into place nicely; 
you’ve got everything you could 
want from a good beat-’em-up, 
from over the top fighters and fin¬ 
ishing moves to arcade action and 
even weapons. 

WWF Warzone features 16 of the 
best wrestlers from the World 


with his Sharpshooter. This level of 
realism really helps recreate the 
feel and atmosphere of the WWF, 
and this is what the game is all 
about - over-the-top, all-action 
wrestling. 

Bending Bones 

Graphically WWF Warzone uses 
polygons as opposed to digitised 
characters and this choice is a good 
one; the wrestler have all been 
motion-captured to give them an 
amazingly realistic look and move¬ 
ment. The special moves In particu¬ 
lar are excellent and really look 
great, with your wrestler grabbing 
his opponent with incredible real¬ 
ism, and once again this all adds to 
the atmosphere of the game. The 
‘down’ side of using polygons is 
that while you can achieve realistic 
movement, you cannot give the 
wrestlers much in the way of facial 
detail, so to get around this the 
programmers have used a digitised 
face and then pasted onto the poly¬ 
gon body. Unfortunately this ere- 


Pro-wrestling is a strange sport, 
though we use the term loosely 


Wrestling Federation, you’ve got the 
likes of Owen Hart, Gold Dust, The 
Undertaker, British Bulldog, Ahmed 
Johnson, Ken Shamrock and lots 
more to pound away with (except 
several of them, including the great 
Bret Hart, have since left the WWF - 
Ed). Each wrestler has his own indi¬ 
vidual statistics, strengths, weak¬ 
nesses, special moves and even fin¬ 
ishing moves to help recreate their 
real-life alter-egos. For example, if 
you play as Bret Hart you can use 
his specialised moves like the Side 
Back Breaker, Inverted Atomic Drop, 
Piledriver and Grapevine Takedown. 
You can then finish off an opponent 


ates what can only be described as 
a freak of nature, and make you 
wonders why they bothered, to be 
honest. Still, this is a harm criticism 
as close-ups of the wrestlers are 
few and far between. 

Other than this small problem, 
the rest of the graphics in Warzone 
are as every bit as good as the 
character animation, with the ring 
and surrounding areas looking 
quite realistic. The sound Is kept to 
a minimum, but there are plenty of 
nice spot effect and best of all com¬ 
plete commentary from Vince 
McMahon and Jim Ross. Anyone 
who watches the WWF knows exact- 



If you must draw security railings, at least make them solid - here the 
Bulldog’s fallen straight through them. _ 
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THE WRESTLERS 

WWF Warzone features 16 real-life superstars, each with their own stats and finishing moves. 



Gold Dust 

Bret Hart 

Owen Hart 

The Rock 

Farrooa 

Ken Shamrock 

Ahmed Johnson 

British Bulldoo 

Height: 6' 6” 

Heights V 

Heights' 11” 

Height 6’ 5” 

Height 6’ 2” 

Heights' 1” 

Height 6’ 2” 

Height 6’ 

Weight: 260 lbs 

Weight: 234 lbs 

Weight 227 lbs 

Weight 275 lbs 

Weight 270 lbs 

Weight 245 lbs 

Weight 305 lbs 

Weight 253 lbs 

From: 

From: Calgary, 

From: Calgary, 

From: South 

From: Perry, GA 

From: 

From: Pearl 

From: 

Hollywood, CA 

Alberta, Canada 

Alberta, Canada 

Pacific 

Finishing move: 

Sacramento, CA 

River, MS 

Manchester, 

Finishing move: 

Finishing move: 

Finishing move: 

Finishing move: 

Dominator 

Finishing move: 

Finishing move: 

England 

Curtain Call 

Sharpshooter 

Sharpshooter 

Rock Bottom 


Ankle Lock 

Pearl River 

Finishing move: 





Farrooq is the 

Submission 

Plunge 

Running 

Gold Dust is 

Bret ‘the 

The younger 

Rocky is one of 

leader of the 



Powerslam 

one of the 

Hitman’ Hart is 

brother of Bret, 

the newer 

Nation of 

Ken Shamrock 

The powerful 


strangest indi¬ 

one of the 

When Own won 

superstars in 

Domination. His 

is known as the 

Ahmed Johnson 

The British 

viduals in the 

WWFs all-time 

Intercontinental 

the WWF. His 

finishing move 

‘most danger¬ 

combines power 

Bulldog has 

WWF. His finish¬ 

greats. His fin¬ 

honours, he 

finishing attack 

is the Dominator; 

ous man in the 

and speed, and 

held up the 

er is the Curtain 

ishing move has 

proved he’s a 

is the Rock 

this face slam 

world’, and is a 

his Pearl River 

name of the 

Call, a deadly 

an opponent 

force to be reck¬ 

Bottom which 

style move is 

dominating 

Plunge move 

united Kingdom 

move that is an 

screaming in 

oned with in his 

scores an 

deadly and 

presence in the 

stuns his foes 

in the WWF for 

instant stun. 

seconds. 

own right. 

instant stun. 

stuns in impact. 

squared circle. 

instantly. 

some years. 



Triole H 

The Undertaker 

Shawn Michaels 

Mosh 

Thrasher 

Stone Cold 

Mankind 

Kane 

Height 6' 4” 

Height 6’ 10” 

Height 6’ 1 ” 

Height 6’ 

Height 6’ 2” 

Steve Austin 

Height 6’ 2” 

Height 6’ 9” 

Weight 246 lbs 

Weight 328 lbs 

Weight 227 lbs 

Weight 243 lbs 

Weight 245 lbs 

Height 6’ 2” 

Weight 287 lbs 

Weight 326 lbs 

From: 

From: Death 

From: San 

From: His own 

From: His own 

Weight 252 lbs 

From: The boiler 

From: Unknown 

Greenwich, CT 

Valley 

Antonio, TX 

private hell 

private hell 

F/om.-Victoria, TX 

room 

Finishing move: 

Finishing move: 

Finishing move: 

Finishing move: 

Finishing move: 

Finishing move: 

Finishing move: 

Finishing move: 

Tombstone 

The Pedigree 

Tombstone 

- Sweet Chin 

Mosh Pit 

Stage Dive 

Stone Cold 

Mandible Claw 



Music 



Stunner 


Kane, real name 

Triple H is an 

The Undertaker 


Thrash metal- 

The other half of 


This guy’s real 

Glen Jacobs, is 

upper-class 

is an ominous 

The Heartbreak 

inspired Mosh is 

The 

Austin’s real 

name is 

meant to be the 

member of the 

sight and his 

Kid a great sci¬ 

a man of mys¬ 

Headbangers 

name is Steve 

Michael Foley, 

brother of The 

WWF, and his 

Tombstone 

entific wrestler, 

tery who part¬ 

tag team is 

Williams, but he 

and he previ¬ 

Undertaker. 

Pedigree finish¬ 

Piledriver is one 

and his finishing 

ners Thrasher in 

slightly bigger 

changed it as 

ously wrestled 

Jacobs previ¬ 

ing move dis¬ 

of the most fear¬ 

move is a dead¬ 

a devastating 

than his partner, 

there was 

with great suc¬ 

ously wrestled 

plays all the 

some finishing 

ly reverse thrust 

tag team called 

but they’re both 

already a 

cess as Dude 

as Isaac 

style and class 

attack in the 

kick that knocks 

The 

quite small for 

wrestler of that 

Love and 

Yankeem and 

you’d expect. 

WWF. 

out anything. 

Headbangers. 

WWF wrestlers. 

name. 

Cactus Jack. 

the fake Diesel. 


ly who these guys are, and their 
interpretation of the action from 
ringside ranges from useful infor¬ 
mation on the moves you’re pulling 
off to over excited ranting - all of 
which simply helps to enhance the 
WWF atmosphere. 

The biggest problem with WWF 
Warzone is its lifespan. In one-play¬ 
er mode you only really have the 
Challenge event to test your skills, 
and this simply involves defeating 
the other wrestlers in order until 
you win first the Intercontinental 
Title, then work your way up to the 


WWF World Title. Once you’ve 
achieved this goal there’s nothing 
much else to do but defend your 
title against a stream of never-end¬ 
ing opponents, and this is where 1 
found boredom began to set in. 
Fighting the same opponents over 
and over again to hold the title 
you’ve already won gets dull quick¬ 
ly, and this tends to lead to compla¬ 
cency. Nine times out often you 
turn the game off rather than start 
again after losing. Flowever, in two- 
player mode things are much better 
as nothing is better than beating 


seven bells out of your best mate; 
this is where WWF Warzone comes 
into its own. 

The bottom line is this; if you’re 
not a fan of the whole American 
wrestling thing, Warzone simply 
flies straight over your head. If 
you’re a fan with a few like-minded 
mates, you’ll love Warzone as it fea¬ 
tures everything you could ever 
want from a wrestling game; real- 
life wrestlers, finishing moves, a 
blow-by-blow commentary and over 
the top American razzmatazz. 

Alan 


o p I IV I a IV 

Not bad at all. It lacks the depth of 
WCW Nitro, but is better executed. 
It’s just a pity some of the WWF 
superstars featured don’t work for 
the WWF anymore. Bret Hart and 
the British Bulldog are now WCW, 
and Ahmed Johnson is (as far as I 
know) out of the sport altogether. 

Ian 


THE SCORE 


^ GRAPHICS 8 

^ SOUIMD 7 

^ GAMEPLAY 8 

^ LIFESPAM G 


79 % 
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GENRE 


X-rated 


PUBLISHER DEVELOPER 

Interplay Production Shiny Entertainment 


Arcade Platform 
Adventure 


RELEASED 

October ’98 


VERSION PRICE 

UK £39.99 


PUYERS PERIPHERALS 

1 Memory Card Dual Shock 

Analogue Pad 



T he awesome embodiment of 
pure evil known as Karn has 
finally decided to retire at the 
age of 346. For his retirement he 
plans to rip pieces out of his 
favourite planets to create a leisure 
park for personal use in his twilight 
years. A band of vigilantes know as 
the Wild 9 are on a mission to save 
what’s left of their home planets by 
ending Karn’s rain of terror using 
any means possible - It looks like 
the staff at Shiny have been at the 
medicine cabinet once too often. 

Since the 2.5D platform game 
genre first took off with the release 
of Crash Bandicoot, numerous 
games have attempted to push the 
genre onto greater heights. 
Pandemonium was a front runner 


Wild thing, you make my heart sing! 
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for a while, utilising the 
PlayStation’s abilities and cleverly 
masking the genre’s shortfalls. This, 
of course, led onto a greatly 
improved sequel and also a sequel 
for Crash Bandicoot which has 
established itself as the leader in 
this genre to this day. Wild 9 takes 
the Pandemonium slant on 2.5D 
idea, while at the same time dou¬ 
bling the size of the levels and 
using 60,000 hand-drawn anima¬ 
tion in real-time 3D. This gives the 
game a fluid, flowing appearance 
the likes of which have never before 
been seen on the PlayStation or any 
other console, for that matter. 

It isn’t just the size and layout of 
the levels which is of interest - the 


complexity and puzzle-solving ele¬ 
ments really make Wild 9 stand out 
from the crowd. There are numer¬ 
ous secret areas within the levels 
that can only be accessed by using 
certain weapons and puzzle solving 
techniques that can just about be 
compared to the likes of Doom’s 
button-and-switch tactics. 

Sumptuous Secrets 

Some later levels can only be 
accessed through secret areas, 
making it vital for the player to truly 
explore each level in great detail 
and not simply keep all guns blaz¬ 
ing until the end of the stage is 
reached. Simply holding the fire 
button down isn’t going to get you 


HIT ME WITH IT! 


wyd Q’s strongest M weapons systems al yctur ds- 

poeat. in partknztar Wex a shouts mountaP weapon ceSed Rig wfildi 
emanates a powertui o i octrlcai ch^ge wftii the help of a comlrol glove ^ Bring go 
the direction erf ef>ecniee^ Wax can pick th&m clean oB the ground and aering Bwm 
ail aioend frfa heed end even bash them on ^ ground a comedy cartoon fash- 
kv>! Given four ground beahee loyour left and right, your enemiee explode into 
the ground if you dedde to break off the char^, yout enemy erwria around the 


very far through Wild 9’s vast levels 
anyway - a diminishing power level 
indicator has been incorporated for 
the Rig, the game’s primary 
weapon. Slowly the power drains, 
shortening its firing range and los¬ 
ing power until it dies out. Apart 
from using it sparingly, the only way 
to counteract this is by picking up 
energy cells from beaten enemies 
that replenish the Rig’s power 
capacity and increase its range. For 
ultimate control over Wex and his 
Rig, you can’t do better than a Dual 
Shock control pad. You get pixel- 
perfect precision control as well as 
a feedback through the left and 
right portion of the controller. Most 
games are compatible with Dual 


Shock these days, but few work as 
well as Wild 9, and don’t you forget 
it. 

The overall graphical appearance 
of the game is superb, but that was 
to be expected. What I didn’t expect 
was how Wex, the main character, 
can interact with practically every¬ 
thing on the screen in some way or 
another. Some interaction is neces¬ 
sary for you progress through the 
game (see article titled ‘for my next 
trick’), but what’s great to see is the 
stuff that’s been put in just for the 
hell of it, because the use of gratu¬ 
itous violence is frankly hilarious. 
You can, for example, pick up an 
enemy using the Rig and push him 
into a spinning ceiling fan. His head 


scraen dazed and confused for a few seconds before recovenng. You can power 
weapon to give it a more powerful effect and a further re^h by picking up 
energy icons that ertemtas drop when you have destroyed them. The highest level 
of The Rig is the Red Beam mode, which has the highest power and the longest 


reach towards bad guys. To complement The Rig. Wex can also pick up Homing 


missiles and even Grenades which make your enemies run around in a partic 


before being completely blown apart by the btet - nice! 












VARIETY IS THE SPICE OF LIFE 


is shaved 
clean 
off and 
the body 
is left 
wander¬ 
ing 

around 
the 

screen 
like a headless 


chicken with the added bonus of 
green blood spurting out of their 
neck. You can also do this with 
naked power lines that snake omi¬ 
nously on the screen. Your enemy is 
fried alive with satisfying buzzes 
and sparks flying everywhere. 
There’s no need for it, but that’s no 
excuse not to put it onto the game 
in my book. To top all of this, 
though, is the way the bad guys are 


W i ccr rarely been spoken, ar>d the guys and gals at Shiny have acknowl- 

edge dt t ^to y mixing the platform element of the game with a variety of different lev¬ 
els thattest youweflexes and hand-eye co-ordination. Try to imagine, if you can. the 
scene in The Empire Strikes Back when Stormtroopers are chasing Princess Lea 
and Luke Skywrtker on^jose vwcked hover-bike contraptions and you’ll be very close 
to one of the two game types. Wex zooms around space, swamp and ice areas hot 
in pursuit of an alien beg^r)g for a missile up the arse: just watch out for the assort¬ 




incoherently begging and pleading 
to be released while Wex is dan¬ 
gling them in front of your chosen 
implement of death. A subtly but 
ingenious touch that makes me 
laugh every time, excellent work 
Shiny! 

Slow Motion 

Of course every game has its prob¬ 
lems and imperfections, and this 


games is no exception. The two 
main troubles that have a bearing 
on its overall score are within two 
completely different areas of the 
game, though they’re loosely con¬ 
nected. While the level design is 
great, the balance between their 
size and the number of enemies 
therein isn’t quite there. 
Occasionally there’s just a little too 
much wandering around with no 


ment of trees, icebergs arKf asteroids that are in your path or it’s lights out! 

The secorxf of the two sub-games sees Wex jumping into a massive tube and free- 
falling through, avoiding obstacles on his descent, while giving the alien with you in 
the shaft a right good bashing. You achieve this by grabbing them by the scruff of the 
neck and slamming into the side of the cylinder or Into objects therein. It’s tricky to 
explain, but damn good fun to play; the screenshots here give you a better picture of 
what I'm saying. 
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AND FOR MY NEXT TRICK... 


Using his ingenious shoulder-mounted weapon, Wex can also perform an array of other tasks, 
making it the most versatile and powerful weapons system in the universe! 


By picking up enemies with The 
Rig, Wex can throw them over his 
head and into massive grinders 
that are in your path. Once they 
have chewed up a few bodies, the 
grinders explode, letting Wex pro¬ 
ceed - believe me when I say per¬ 
forming this manoeuvre is very sat¬ 
isfying! No wonder the software 
company described Wild 9 as ‘the 
first game that lets you torture your 
enemy’. 


The Rig can also allow Wex to 
clear long gaps of water that he 
would otherwise drown in. How? By 
picking up unsuspecting aliens and 
dunking them in the water until 
they’ve taken their last breath, then 
hopping onto their limp bodies and 
across onto dry land. Wex can also 
use this method to clear Mortal 
Kombat-style spikes by impaling his 
enemies onto them and using their 
blood-splattered torsos to traverse. 


When Wex encounters large 
objects like boxes and the like, he 
can use his Rig to manipulate 
them into places he would other¬ 
wise not be able to reach. This is 
especially useful for moving batter¬ 
ies into place to power machinery 
needed to progress through the 
level. He can also smash boxes 
using his wonder weapon to reveal 
the power-ups inside. If that’s not 
versatile, I just don’t know what is! 


foes to fight, though this is a far 
from fatal flaw - most of the game 
is action-packed. 

The second bugbear in Wild 9 is 
the rather cumbersome control you 
have to put up with in the 2.5D 
platform areas. Surely the nature of 
the game requires fast and accu¬ 
rate control, but you get the dis¬ 
tinct feeling that this is just not 
what you’re getting, though you do 
get used to it after a while. 
Forgivable, I think, though any 
worse and it would be pretty tough 
to play. 

As it is, though, Wild 9 has more 
than enough to make pretty much 
any other game of this genre very 
jealous indeed. It is a well executed 
game showing originality and 
excellence in almost every score 
area, while maintaining a really 
witty sense of humour. With a long, 
tough challenge and varied levels 
that keep your interest throughout, 
this game comes highly recom¬ 
mended - it’s top quality with very 
few downfalls. It’s definitely worth 
a look whatever you’re into, but 
shoot-’em-up fans are in for a real 
treat. 

Russell 

n a p I iv i 6 

pP For sheer playability this one 
wm takes some beating. I love the way 
H you can use your Rig as an 
1^ Indiana Jones-style whip and 
H swing to higher platforms, and the 
level design keeps you coming 
back for more. Why can’t ail 
PlayStation games be this good? 

Ian 


U 
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PUBLISHER DEVELOPE R GENRE 

Konami CE Europe Konami CE Tokyo Sports Sim 


RELEASE D VERSION PRICE PLAYERS PERIPHERALS 

October’98 UK TBA 1-2 Memory Card Analogue Pad 



International Superstar 



K onami have really proven 
their worth in the football 
game market, not just now 
with the release of ISS Pro ‘98 but 
throughout, even back as far as ISS 
on the SNES which to this day 
reigns in the dying 16-bit market. 
Not even EA’s licensed products 


AND irs THERE! 


change the fact that ISS, In all it’s 
forms and especially ISS Pro ‘98, is 
the genre’s leader. More important¬ 
ly, however, we love it and that’s 
the end of it. Kon’ army! Kon’ army! 

Since the release of ISS Pro a 
year ago a veritable plethora of 
footy games have hit the shelves, 


fuelled by the still-talked-about 
World Cup. Actua Soccer 2 and FIFA 
‘98 immediately spring to mind, 
closely followed by Three Lions and, 
of course. World Cup ‘98, which 
many argue to be the best of the 
lot. Flaving endlessly enjoyed all the 
incarnations of Konami’s ISS 


games, I personally would argue 
ISS Pro ‘98 beats all its competitors 
hands down, but the obvious ques¬ 
tion is ‘why’? There are countless 
reasons for ISS’s popularity; it’s 
more a case of where to begin. 

The first thing you notice when 
you start a match is the Incredibly 


Although ISS Pro ‘98 is amazingly simple much any game situation to give you the a number of world class players dotted 

and addictive to play, there’s no shortage upper hand and hopefully the match. Even around the teams, safe hands’ Seaman 


of options and configurations to make foot- though Konami haven’t got any licence being one of the best. 


ball fans everywhere fall clean from their 
chairs and salivate in an animal state alt 
over the carpet. There Is a baker’s dozen of 
formations at your disposal and nearly as 
many strategies like the classic offside trap 
and counter attack. Using the left and right 
back shoulder buttons, it’s possible to 
push players Into any part of the pitch you 
tike, using your pre-determined strategies 
without disrupting play and being too com¬ 
plicated. 

Using these (based on the games score 
and teams involved as you guidelines) you 
can just about tip the balance in pretty 



agreements to speak of, you can still spot 
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pot luck like in so many other foot¬ 
ball games. Goalkeepers have 
always been the hardest players to 
recreate in sports sims, either being 
too easy or too hard to beat. ISS 
Pro ‘98 has balanced them nicely, 
though set plays still give you the 
best chance of a goal. 

All in all, 15 S Pro ‘98 has done 
the impossible and topped the 
almighty ISS Pro of last year. Player 
animations and game mechanics 
are second to none. This is only let 
down ever so slightly by the not-so- 
great commentary from Tony Gubba 
and slightly duff sound effects, but 
every game has to have something 
wrong with it or the world would be 
a boring place, don’t you know. 

If you’re into football, you proba¬ 
bly would have ordered your copy 
by now. if you haven’t or you’re just 
not that big on footy, you’d better 
get on the case and sort out a copy 
right now. ISS Pro ‘98, we bow to 
thee! 

Russell 


GO ON... EDIT! 


Konami has proved you 
don’t need a fancy-pants 
licence to include real play¬ 
ers’ names in their football 
games, due to the newly- 
added Player Edit function. 
This gives you the oppor¬ 
tunity to change Konami’s 
rip-off versions of piayers’ 
names like Sheaiiar to His 
Majesty’s correct title, 
Shearer. More importantly, 
this function aiso aiiows 
you to aiter Beckham’s 
name toTosser - thank 
you! 


away, though that’s not to say wild 
goals aren’t possible. You have to 
construct situations that make 
openings and use set plays to cre¬ 
ate goal opportunities, which is the 
way it should be. It’s now also pos¬ 
sible to play normal long balls up 
the field as well as playing through 
balls that push the ball into space 
for your men to chase up. This can 
crack any defence given the right 
situations and give you chances like 
crossing into the box and breaks up 
the wing. Tackling has also been 
greatly improved, allowing players 
to stop attacks almost as well as 
Adams himself while cutting down 
on fouling. Slide tackles are still 
dangerous near the box, though, 
but you get the hand of pulling 
them off without conceding a free 
kick or penalty instead of it being 


EXHIBITION MODE 


smooth graphics and animations. 
Since ISS Pro, the game engine has 
been greatly improved, not just for 
the sake of good looks but also for 
control purposes. The players now 
move around the pitch in a much 
more realistic fashion, and for once 
it doesn’t look like the ball is glued 
to the players’ feet - it’s clearly 
being dribbled and manoeuvred. 
When you turn players right 
around, they don’t spin like Michael 
Jackson, they flick the back 
between their legs and turn like a 
real player would; this makes the 
game feel so much better to play 


and it looks incredible to boot. It’s 
obvious to see now that the players 
are actually looking at the ball 
when they are waiting for a pass or 
when the goal keeper gets posses¬ 
sion, rather like the fighters in 
Tekken 2 constantly looking at and 
in the direction of their opponents. 

A Game Of Two Halves 

Graphics aside though, the game 
itself has been greatly improved in 
many areas. You won’t find any ‘soft 
spots’ on the pitch where you can 
simply hoof the ball into your oppo¬ 
nent’s goal from a country mile 


ISS Pro *98 has done the impos¬ 
sible and topped ISS Pro... 


It was very brave of Konami to 
allow this one its time and not 
rush it in time for the World Cup. It 
probably won’t do as well as the 
better performers in this 
Summer’s feeding frenzy, but it’s a 
great game - one for the football 
connoisseurs. 

Alan 
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PUYERS 

1 


PERIPHERALS 

None 
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PUBLISHER 

Cryo Interactive 
Entertainment 


DEVELOPER 

Cryo Interactive 
Entertainment 


GENRE 

3D Adventure 


RELEASED 

Out Now 


VERSION 

UK 


PRICE 

£39.99 


Loading, please wait 






W hy, why, why? Why was this 
game released, and why do 
I have to review it? Okay, so 
you can’t always write about great 
games and Sony still have this 
‘release anything’ policy, but I real¬ 
ly didn’t deserve Pax Corpus. I’m 
going to be brutally honest and say 
this game is the worst to ever be 
released on the PlayStation in its 
entire history, and I shit you not. 

I’m sorry Cryo; I respect you for 
releasing a couple of quite reason¬ 
able games on the PC, but this 
game sucks in a manner I never 
thought possible. If this game was 
a car it would never have been a 
sardine tin on wheels with an elas¬ 
tic band as an engine. I suppose I 
could slag this game off until the 
cows come home, but to be fair I’m 
going to be constructive about my 
slamming. I’ll start with the good 


points, move onto the 
bad points then finish 
with a plea for Cryo 
to never create 
another game that 
feebly attempts to 
cash in on Tomb 
Raider again as long 
as they live; amen. 

Crap Game ••• 

Okay, first the good 
points. Well, the 
game does contain a 
couple a subtle 
touches that manage to hold it 
together for a little over five min¬ 
utes. For example, the ability to use 
a first-person perspective to look 
around rooms, allowing you to lock 
onto targets, is okay. Your character 
can also duck away from shots and 
fire at the same time, which also is 
good, but I cant help getting the 
feeling that pointing out these 
things wouldn’t be necessary if the 
rest of the game wasn’t so poorly 
produced and designed. If the game 
had been up to the standards of 
previously released games of this 
genre, there would have been no 
need to compensate the poor con¬ 
trol with a targeting system. The 
music during the game is also quite 
good and suitable for the futuristic 
setting of the game, and acts to cre¬ 
ate an atmosphere that certainly 
wouldn’t have otherwise existed. 



I hate giving games really low 
marks - around two years of peo¬ 
ple’s lives went into this, but it’s 
so technically inept a slating is the 
only option. This would have 
scored average marks at the dawn 
of the PSX - today it’s unforgiv¬ 
able. 

Ian 
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That, I’m afraid, is as 
good as it gets. 

To kick off the bad 
points of the game. I’m 
really going to have to 
start with the terrible 
loading times. The first 
section of Level One, for 
example, consists of two 
rooms connected by a 
door. It took approxi¬ 
mately 15 seconds for 
this to load up, then 
another 15 seconds for the next 
section of the game to load once 
you’ve stepped onto the trans¬ 
porter. This incredible display of 
shoddy programming may be only 
the tip of the terrible iceberg, but it 
sums up the game instantly. 
Character animation is terrible 
(your character looks like John 
Cleese walking around in the min¬ 
istry of silly walks), collision detec¬ 
tion is non-existent, and don’t start 
me off on the back ground graphics 
- just look at the screenshots for 
your self. 

What you do with your money is 
none of my business, but please 
don’t buy Pax Corpus. I wouldn’t 
even use the disc as a coaster, but 
if you’re looking for a laugh, just nip 
into your local computer game 
retailer and ask him to put It on for 
you; then you can see exactly what 
I mean. 

Russell 
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Cryo Interactive 
Entertainment 

Cryo Interactive 
Entertainment 

Adventure 

Out Now 

UK 

£39.99 

1 

Memory Card 

Password 






F rance 1685, the Chateau of 
Versailles. King Louis XIV’s 
first Valet de Chambres has 
found a pamphlet threatening the 
destruction of the entire palace. 

The valet, Bontemps, has entrusted 
you with a mission to discover the 
pamphleteers identity, but you only 
have one day in which to do so. 


the palace, you can also browse 
through the paintings within. That, 
sadly, is where it ends, so ‘hello’ to 
those of you with an active interest 
in history, and ‘goodbye’ to every¬ 
one else on the planet. 

Though Versailles is obviously 
only going to interest a very small 
percentage of PlayStation owners, 


Versailles is an edutainment 
game with historical information 


Will you be able to save Versailles? 

Yes that’s right, Versailles is an 
edutainment game that has no 
shortage of historical information. 
You learn what an average day for 
the King entails and have a good 
idea about the people around him 
and his family, thanks to the 
detailed biographies that can be 
accessed during play. As well as 
enjoying a Myst-type tour around 



Cryo has designed a game that 
many other graphic adventures 
would do well to learn from. For 
example, you have total 360-degree 
viewing potential for every room 
and location around the palace and 
its grounds. So instead of the limita¬ 
tion of only viewing what’s on the 
screen like Myst, you can look in 
every possible direction, even at the 
floors and ceilings. You can also 



eavesdrop on other people’s conver¬ 
sations, picking up general informa¬ 
tion from the gossip within the 
palace or even discovering hints and 
clues you need to solve the mystery. 

Incidental Interaction 

Like so many other games of a simi¬ 
lar graphic nature, your interaction 
with the surroundings is limited. In 
Versailles you’re limited almost to 
the point where you feel like an 
observer as opposed to a player. 
There are very few items in the 
environment that you can interact 
with, and even then there’s very lit¬ 
tle you can do with them past 
showing them to people you meet 
around the palace. Indeed, it seems 
the balance between the historical 
information and the game itself is 
way off the mark and you’re left 
reading chapters and chapters on 
the royal family and their subjects. 

There are a total of seven levels 
or ‘acts’ that centre around the 
King’s daily routine, like ‘Waking 
the King’ to ‘The King at Work’, but 
from what 1 saw of the game, the 
actual challenge presented to you 
is short, which is of no use for 
adventure fans whatsoever. 
Basically, what you’re left with at 
the end of the day is a guided tour 
of a 17th Century palace and a 
detailed knowledge of it at the end 
of it. Great if that’s your cup of tea, 
but a bit duff considering the 


PlayStation’s target market of 18- to 
25-year-olds. Perhaps the game 
would have done a greater service 
on the PC alone, and used to its 
best effect in schools and collages. 
Alas, Versailles just doesn’t cut it as 
a PlayStation game partly due to 
Cryo’s attempt to build a bridge 
between gaming and education that 
is just to wide and perilous for the 
average gamer to want to stand on. 

Russell 


o p I i\i I a i\i 

The puzzles here are illogical - the 
player’s actions trigger totally 
unrelated events needed to pro¬ 
ceed, rendering the game an 
excercise in trial and error instead 
of head-scratching problem solv¬ 
ing. The graphics are superb, 
though. 




Mike 
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vWeIi! 

Please ask for 
choices when . 
-^ordering! 


PRICE! CHOICE! 


THESE HAVE MADE US WHA 
LARGEST MAIL ORDER SUPP 


A DIVISION OF INTERACTIVE COMMERCIAL ENTERPRISES LTD 




01132340444 ^ 

SALES HOTLINES 

OPEN SEVEN DAYS 
^ A WEEK ^ r 


TAX ORDERS 0 ^ 

0113 234 0770 

(24 HOURS A DAY) . 


THE WORLD'S MOST POWERFUL 
CONSOLES AT BRITAIN'S PRICES! 

C 2 n A n A all playstations come with one 

■ U Va W W SONY PAD, A PLAYABLE DEMO CD 

■ W ^ W ^ ^ featuring 6 GAMES 

PRICES INCLUDE FRU 4Shr DiLMRY TO MOST AREAS IN THE UK 




^SUBJECT TO STOCK 


UNBEATABLE SEkVICE OUARANTEE All machines bought from Gameplay are fully 
guaranteed by Sony and we offer full after sales support. Unlike some of our competitors, we 
only sell official UK consoles backed up by genuine British warranties. If your machine develops 
a fault within the guarantee period, we will either collect it from 'jfOUr door Olid 
replace it free of charge or send an engineer to repair it in your home!! 


PUYSTATION & 
PIAYSTATION & 
PLAYSTATION & 
PLAYSTATION & 
PLAYSTATION & 
PLAYSTATION & 
PLAYSTATION & 
PLUS GET £1.00 


Sony Memory Card & extra Pad .£119.99 

ANY GAME AT £29.99 OR LESS .£136.99 

ANY GAME AT £37.99 OR LESS .£142.99 

ANY OTHER GAME .£145.99 

MEMORY CARD, PAD & ANY GAME £29.99 OR l£SS..£1 46.99 
MEMORY CARD, PAD & ANY GAME £37.99 OR LESS..£1 53.99 

MEMORY CARD, PAD & ANY OTHER GAME .£157.99 

OFF EVERY GAME PURCHASED AT THE SAME TIMEU 


SAVE EVEN MORE WHEN YOU BUT THE POLLOWING 
AT THE SAME TIME AS A MEW SONY PLAYSTATION! 

Sony Official Memory Card.just £11.99 

Fire 1 MB Memory Card (Any Colour) ...just £ 8.99 

8Mb 120 Slot Memory Card.just £15.99 

Sony Official Joypad.just £ 6.99 

Sony Dual Shock Analogue Joypad.just £21.99 

Saitek Megapad.just £ 8.99 

Dust Cover.just£ 5.99 

Logic 3 Carry Case.just £14.99 

RGB ScART Cable.just£ 7.99 


BUYING FROM GAMEPLAY IS BUYING 


As you look through this magazine you will 
undoubtedly notice adverts for other mail order 
companies. So what makes us different to any of 
them? Well, how about this . 


PRICE !! 


CHOICE !! 


Just take a look at this advert! 4 pages 
crammed with games and equipment! We try to 
stock every game available and if it's not in stock 
when you ring we should be able to get It for you 
fast. Also, with plenty of 2nd hand games 
available as well as new there should always be 
something that you're looking for. 


You should find Gameplay to be the 
cheapest supplier of Playstation games in the 
country. However, we can't look everywhere at 
once, so if you do find a better price, please ring 
us and we will do our best to beat or at least 
match it. On top of this, we offer a FREE 1st Class 
delivery service and we don't charge for 
membership if you are buying by mail order so 
there are no "Hidden Charges". The price you 
see is the price you pay! 

Why not visit our club superstore in 
Leeds at the address on the order formL 
All items in the store are at the same 
discounted prices as our mail order division. 


QUALITY !! 


We only sell official UK products and all items 
are fully guaranteed whether new or 2nd hand. 
Any product that becomes faulty within its 
warranty period will be replaced hassle free, 
quickly and efficiently. 


GOtlFIGENCE! 


SERVICE !! 


Delivery time is normally within 2 working 
days and our packaging has been specially 
designed to ensure that your products arrive in 
perfect condition (we do not use Jiffy Bags!). 
Also, whatever your needs we can help you 
make the right choice. 

Our salesmen are all 
enthusiasts and do not 
make commission, so they 
can give you completely 
impartial advice. 

Remember, if you don't 
like it you don't have to 
keep it so we make sure 
we tell you the truth! 


These are the qualities that have made^us 
Britain's largest and fastest growing mail order 
supplier of computer games. CAN YOU AFFORD 


supplier of computer g< 

NOT TO BUY YOUR GAMES FROM 


Please note that there 
is no charge to buy from 

us BY MAIL ORDER BUT A 
ONE OFF MEMBERSHIP FEE 
OF £5 IS PAYABLE IF BUYING 
FROM OUR SUPERSTORE. 
NUS CARD HOLDERS AND 
OAPS £2.50. 


THE HOHEST GAMES AT THE COOLEST PRICES!! 


IZI* 


i SALES LINES OPEN: 

MON-FRI 9am - 8pm 
SATURDAY 10am - 7pm 
SUNDAY 10am -4pm 

MO QUIBBLE EXCHANGE POLICY 

. YOU ARE UNHAPPY WITH YOUR 
PURCHASE FOR ANY REASON, 
SIMPLY RETURN THE ITEM IN 
PERFECT CONDITION WITHIN 48 
HOURS OF RECEIPT BY RECORDED 
DELIVERY AND SUBJECT TO A FEE 
(10% OR MINIMUM £41, WE WILL 
SWAP IT FOR ANOTHER ITEM.(THIS 
OFFER APPLIES ONLY TO ITEMS 
LISTED IN OUR MOST CURRENT 
ADVERTS. WE RESERVE THE RIGHT 
TO REFUSE EXCHANGE IF THE ITEM 
IS NOT RECEIVED BACK IN PERFECT 
CONDITION). 

0 ORDER BY CREDIT CARD, CHEQUE, 
POSTAL ORDERS OR CA^H (PLEASE 
SEND CASH BY REGISTERED POST 
FOR YOUR OWN PROTECTION). 
SORRY, NO CASH ON DELIVERY. 


ORDER With confidence from 

ONE OF THE lARGEST SUPPLIERS IN THE 
COUNTRY! OVER 750,000 SOFTWARE 
ITEMS SUPPLIED SOFAR! 

1ST CLASS DEUVEBYPNEE Of 
CHANGE JO U.K. MAINLAND. WE 
PROVIDE THE FASTEST DELIVERY 
SERVICE AROUND: 1-3 WORKING 
DAYS MAX ON STOCK ITEMS. IpLEASE 
ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE). NEXT DAY 
DELIVERY FROM £4. ORDERS PLACED 
BEFORE 3PM ARE SENT THE SAME 
DAY (SUBJEa TO STOCK). 

lOOO'S OF TITLES AVAILABLE. 

WE ALSO STOCK GAMES & 
ACCESSORIES FOR N64, SATURN 
& OTHER CONSOLES AND CD ROM 

OTHER COMPANIES MAY TAKE 
YOUR MONEY IMMEDIATELY BUT 
WITH GAMEPLAY YOU WILL BE 
SAFE KNOWING THAT YOUR 
CREDIT CARD WILL MOT BE 
DEBITED UNTIL YOUR ORDER 
IS DESPATCHED! 

























































QUAUTY! SERVICE! 


WE ARE TODA1^ BRITAIN'S 
lER OF COMPUTER GAMES! 


0113 234 0444 

SALES HOTLIKES (7 dqys a week) 

0113 234 0999 

TECHNICAL SUPPORT im.. . s.i, 9.«) 

0113 234 0666 

CUSTOMER SERVICE (Mon-Fri 9am-6piii) 

email: GameplayUK@aoLcom _ 











STEERING WHEELS 


JOYPADS 


FIRE HYPER PAD 
Replica Sony pad 

WITH TURBO-FIRE, 
AUTO-FIRE AND SLOW 
MOTION. Many 
COLOURS INCLUDING 

NEW Glow In Dark! 
£9.99 


WILD THINGS ARCADIA 
ARCADE JOYSTICK 

8 BUTTONS INDIVIDUALLY 
PROGRAMAAABLE. 

Turbo/auto-fire & slow 
MOTION. Chunky design 
£19.99 


HYPER-DRIVE PAD 
JoYPAD WITH Turbo¬ 
fire, AUTO-FIRE & 
slow motion and 

INNOVATIVE BUILT-IN 
STEERING WHEEL 
MECHANISM. 

£10.99 


DOMINATOR JOYSTICK 

Digital and analogue 
MODES, Hat Switch, Auto- 
Fire AND Slow Motion, 8 
Fire buttons, LCD Display 
£19.99 


John Clelland, Vauxhall's 
star touring car driver 
playing with a Top Gear 
wheel at our recent store 
opening in Leeds 
"This wheel is fantastic 
-I want one!' 

- John Cleliand. 


FIRE INFRA-RED 
JOYPAD SYSTEM 
Complete with two 8 

BUTTON JOYPADS AND A 
RECEIVER. Range up to 
18 METRES. Requires 
BATTERIES. 

£27.99 


JOYPAD EXTENDER CABLE.£7.99 


TOP GEAR 

TQPJBEKi 

STEERING 

WHEEL 


Steering Wheel & fool 
pedals with workinq 
gearstick and 9 fully 
programmable 
buttons. Leather 
wheel cover. Works 
on N64, PSX & 
Saturn... £54.99 


TOP GEAR WHEEL & 
COLIN McCRAE RALLY 
RRP £114.98 OUR PRICE 
ONLY £36.99 

TOP GEAR WHEEL & TOCA 
TOURING CARS 
RRP £114.98 OUR PRICE 
ONLY £34.99 

TOP GEAR WHEEL & 
TOTAL DRIVIN & V RALLY 
RRP £159.97 OUR PRICE 

ONLY £95.99 


ASOGRP 

Single-handed 

ERGONOMIC JOYPAD WITH 
PROGRAMMABLE BUHONS. 

Most EFFEaivE with 

CURSOR-CONTROLLED GAMES 

£12.99 OR £10.99 


ASCII ARCADE STICK 
Arcade style stick with 
360 DEGREE MOVEMENT AND 
MICROSWITCH TECHNOLOGY. 
Most EFFEaivE with 
FIGHTING GAMES. 

£26.99 


ASCII ARCADE JOYSTICK 
Arcade style fighter stick 

WITH independent 
ADJUSTABLE BUnON SPEED 
CONTROL AND AUTO-TURBO 
WHICH FIRES UP TO 36 
PUNCHES PER second! 

£42.99 


INNOVATION PAD 
Replica pad with 
Auto-Fire and Slow 
Motion features. 
£6.99 


SONY JOYPAD 

Still the highest quality 

SPARE JOYPAD ON THE MARKET 

£8.99 BACH OR 
£6.99 FOR 2 OR 
more!! 


SAITEK MEGAPAD 

8 ADJUSTABLE BUTTONS 

WITH Turbo-fire, Auto- 
fire & Slow Motion. 
Microswitched D-Pad. 
Our favourite pad! 

£9.99 


SONY 
DUAL SHOCK 
ANALOGUE 
JOYPAD 

Featuring dual 

ANALOGUE 
STICKS WITH 
IMPROVED GRIP 
PADS, ENHANCED 
ERGONOMICS FOR GREATER COMFORT AND 

A NEW 2 LEVEL RUMBLE FEATURE to 

BRING EVERY BUMP AND CRASH TO LIFE! 

£22.99 OR £21.99 with any game 

ASCII JOYPAD 

Standard joypad but 

MORE ergonomically 
DESIGNED. Easy to 
hold for long 
periods 

£11.99 


NAMCO 

ARCADE 

JOYSTICK 

£39.99 


ASCII RESIDENT 
EVIL JOYPAD 

Perfectly configured 
for use with Resident 
Evil and Resident 
Evil 2 
£12.99 


NEGCON 

JOYPAD 

Pad twists in the 
middle to give the 
sensation of a 
steering wheel 
£35.99 


So you've jot a Playstation. You've jot a driving game. 
But are you getting that wheol-^innina, powersliding, 
rubber-burning driving sensationPr? NOr A joypad may be 
a masterpiece of ergonomic desion, but when it eomes to 
fishtailing through a hairpin at I60mph it just doesn't cut 
it. There's only one thing guaranteed to give you ultimate 
control of your vehicle and make the hair on the baek of 
your neck stand up and that's a decent steering wheel. 
You'll master those tracks. You'll tame those ears. You'll 
leave the eompetition standine. You'll shatter those 
reeordsi You will have ULTIMATE CONTROL! 




VRF1 STEERING WHEEL 
True analogue wheel with 

PROGRAMMABLE BUTTONS 
AND PEDALS. CAN BE USED 
BETWEEN YOUR LEGS FOR COMFORT. 

Works on PSX, Saturn & N64 
£39.99 


INTERACT V3 WHEEL 
300° ROTATION, 
ADJUSTABLE WHEEL 
POSITION, FULLY 
PROGRAMMABLE. Works on 
N64 & PSX. £54.99 


GAMESTER RUMBLE 
FORCE PSX 
STEERING WHEEL 

Mew BUILT-IN Rumble feature 

ADDS EVEN MORE REALISM TO YOUR 
DRIVING games! ADJUSTABLE 
SENSITIVITY AND RUMBLE 
STRENGTH ALLOW YOU TO REALLY 
GET THE MOST FROM ALL YOUR 
DRIVING GAMES. No BATTERIES 
required! Complete with 
FORMULA 1 STYLE GEAR CHANGE 


BUY A 
GAMESTER 
STEERING 
WHEEL 
AND GET £2 
OFF ANY 
DRIVING 
GAME!! 



POWER 

PACK 

Contains 
Official Sony 
Memory card. 
Official 
Sony Joypad 
and a cool 
Playstation 

RECORD BAG 

£27.99 



LOGIC 3 UNIVERSAL HARD CASE 

CONSOLE CARRY CASE Protects up to 6 
Cushioned interior, Playstation Games 

partitions and pockets, when carrying around 
durable lightweight or just for safe 
and waterproof. storage 

£15.99 £9-99 


Datel 120 Slot (SMB) Memory Caro. .£14.99 
Datel 360 Slot (24MB) Memory Card £24.99 
Datel 720 Slot (48MB) Memory Card £29.99 
Logic 3 4MB Memory Card - does not use 

DATA COMPRESSION THEREFORE IT WORKS WITH 
AU GAMES THAT OTHER HIGH CAPACITY MEMORY 
CARDS DO NOT, E.G. SiM CiTY 2000.£17.99 


Dust Cover.£7.99 

Konami Hyperbiaster Gun.£23.99 

Link-up Cable.£7.99 

Replacement RF Lead- comes with an adaptor 

TO coNNEa YOUR PSX TO A Hi-Fi .£12.99 

RF Hi-fi Adaptor. £8.99 

AV Multi-out Cable.£12.99 

Xplorer X-Link pc conneqor.£9.99 



REAL ARCADE GUN 

Time Crisis compatible, 
PUMP-action recoil, auto¬ 
fire, auto-RELOAD, 
foot pedal £32.99 



PREDATOR LIGHT GUN 

Auto-Fire, Auto-Reload, 
Auto-speed selection. 
Also works with 
Sega Saturn 
£15.99 OR £14.99 if 
bought with a game. 


NAMCO 

GUNCON 

The most accurate 
light gun available 
£28.99 


ERAZER 
GUN 

Unique Recoil 
feature. 

Auto-Fire, 

Auto-Reload, 

Special 

Weapons button, PSX and Saturn 
compatible £22.99 

PROTECTOR GUN 
Start, Pause and 

SPECIAL weapons 

buttons, light¬ 
weight design for 
long usage. 
£11.99 

NEW FIRE SCORPION "WALTHER 
PPK" HANDGUN. Battery 
operated recoil feature. Very 
lightweight....£ 19.99 




The Playstation produces incredible Hi-Fi quality 
sound but this is only output in dull mono through 
I your TV. To unlock its full potential you need to hook 
j up a pair of stero speakers. This is easily done - 
please ring for advice on any cables you may need. 


£i 


Screanbaat Maxim 120 

120 Watts PMPO, Surround 
Sound, Loudness Bass System, 
Full Range Tone Control, 
Power Supply. 

£37.99 


Strwnbegt Tto25 

Sits on any portable TV, 25W 
Peak Power, Bass Booster. 

£14.99 


1 


r 



Maxim Woofer System 

300W PMPO, Active Sound, 
Dynamic Bass Super Woofer, 

3D Surround, Satellite Speakers, 
Power Supply. 

£64.99 


Strggnbgqt SB39Q.-SuB£r 

W99f9r SYSls.m 

Active Sound, 1 OOw Peak Power, 
Dynamic Bass Super Woofer, 
Variable Bass Control, Swivel 
Midi/Hi Frequency Speakers, 
Power Supply, 3 Speakers. 

£89.99 



OTHE^ ACCESSORIES 




1MB 15 SLOT or 2MB 30 
SLOT MEMORY CARD 
Replica of the official Sony 
Memory Card. Available in 
Red, Green, Blue, Black, 
Clear, Green or Yellow 
1MB £9.99 
2MB £12.99 


OFFICIAL SONY 1MB 
MEMORY CARD 
Save up to 15 high 
SCORES, LAP times AND 
GAME POSITIONS. AVAILABLE 
IN GREY, RED AND CLEAR. 

£13.99 



120 SLOT MEMORY 
CARD (8MB) 

Eight times bigger than 
the official Sony memory 

CARD FOR ONLY AN EXTRA 

£11! Excellent Value! 

£14.99 


LOGIC 3 4MB MEMORY CARD 
Does not use data 

COMPRESSION so IT WILL WORK 

with games that other high 

CAPACITY CARDS DO NOT, E.G. 

Premier Manager 
£17.99 




RGB SCART CABLE 
Improves sound and 

PiaURE QUALITY. 

£7.99 

Also comes with an 
adaptor to CONNEa YOUR 
PSX to a Hi-Fi 
£9.99 



SONY MULTI-TAP 
Allows up to 8 

PEOPLE to play at 
ONCE (pads not 
included) £28.99 



SONY MOUSE 
Ideal for games 
which use cursor 
control. Comes 
with mouse mat 
£21.99 
Replica Mouse 
£14.99 



GAMEPLAY 
"ADRENALIN RUSH' 
MOUSE MAT 
£2.99 



DATEL AaiON 
REPLAY PRO 
contains 100s OF 
built-in cheats for all 
PSX games, you can 
add more cheats (for 
free!) as new games 
are released 
£38.99 

Fire Xplorer Cheat 
Cart £24.99 


►►► 


►►► 


TURN THE PAGE FOR THE LOWEST PLAYSTATION CAME PRICES IN THE COUNTRY .... 
























































































































































A DIVISION Of INTBRACnve COMMEROAL ENTERPRISES LTD 


. FREE 
POSTER WITH 
EVERY ORDER! 

, Please ask when , 
erdering! 


PRICE! CHOICE! 


THESE HAVE MADE US WHA 
LARGEST MAIL ORDER SUPP 
















THEME HOSPITAL WARHAMMER 2: DARK OMEN 

Carnage Heart. 

Command & Conquer RED ALERT 

CONSTRUaOR . 

Monopoly. 

Risk. 

Sentinel Returns. 

Theme Hospital.. 

Theme Park. 

Transport Tycoon. 

Warcrar2. 

War Games. 

Warhammer: Shadow of Horned Rat 

Warhammer 2: Dark Omen.. 

Worms. 


.86% PY, 85% PP 

.78% PY, 86% PP.... 

.86% PY, 88% PP. 

.60% PY. 

.82% PY, 86% PP)... 

.85% PY. 

.92% PY, 82% PP.... 
.85% PY, 80% PP.... 


.85% PY, 84% PP 
.88% PY, 89% PP 
.88% PY, 85% PP 

.N/A. 

.68% PY, 87% PP 
.83% PY, 89% PP 
.88% PY, 68% PP 

.84% PY. 

.53% PP. 

.90% PY, 92% PP 
.81% PY, 82% PP 


Bubble Bobble & Rainbow Island 

Bust A Move 2. 

Bust A Move 3. 

Caesars World of Gambling .... 

Chessmaster 3D. 

Kula World. 

Kurushi . 

POY POY. 

Super Pang Collecton. 

Super Puzzle Fighter 2. 

Tetris Plus. 


STRATEGY / SIMULATION 


UK PLAYSTATION GAMES • UK PLAYSTATION GAMES • UK PLAYSTATION GAMES • UK PLAYSTATION GAMES 

To assist in choosing the right game for you, we have included review scores from both Play and Playstation Plus^ two of the f 

We have also tried to categorise the games for you. If you would like advice or more information on a game prior to purchasing^ please do 

oZ safeft^am who will gi^^JM^ anS unbiased opinion of the game. Remember, if you don't like it you Son't have^l^tso tKey te / voulhefn^ 


Gameplay PlayStation 

News Line 

08900 395 395 

Up to the minute PlayStation 
developments including news, 
cheats,, charts & release dates! 

Updated every Wednesday. 50p per minute. 

Ask permission from the bill payer before calling. 

ALUMDRA 

"It's Legend of Zelda for the Playstation - 
compulsively addictive, deceptively simple 
and increaibly playable! 9/10" - Official 
Playstation Magazine no.31 . £33.99 


Alundra .91% PY, 91% PP.£33.99 

Ark of Time.65% PP .£29.99 

Breath of Fire 3.Due 28th August.£32.99 

Broken Sword.91% PP .£29.99 

Broken Sword 2.90% PY, 91% PP .£29.99 

City of the Lost Children.78% PY, 68% PP .£34.99 

Diablo .91% PP .£32.99 


iiuiivvi/Eia RIVEN 

Final Fantasy 7 .93% PY, 97% PP. £34.99 

Heart of Darkness. 88% PP.£29.99 

Kingsfield .61% PY.£24.99 

Legacy OF Kain .81%PY,92%PP.£24.99 

Magic the Gathering .N/A.£28.99 

Riven .84% PP.£39.99 

Sentient .84% PY, 71% PP.£26.99 

Suikoden .80%PY,81%PP.£19.99 

Vandal Hearts .81% PY, 86% PP.£21.99 

Versailles .10% PP..£19.99 








TEKKEM 3 COMPETITIOM!! WIN AN 
IMPORTED TEKKEN 3 JOYSTICK! 

We've got 10 specially imported Tekken 3 
joysticks to give away! All you have to do is 
order Tekken 3 from us before 30th 
_ September and you will be entered into a 

prize draw. 10 people will be lucky! And remember, 
We don't charge until your game is sent so you can reserve it today! 


SOUL BLADE MARVEL SUPER HEROES TEKKEN 3 

Bloody Roar.92% PP.£27.99 

Bushido Bude.94% PY, 83% PP.£27.99 

Cardinal Syn.82% PP.£29.99 

Dead orAuve.91%PY.£29.99 

' Dynasty Warriors.71% PY, 68% PP.£19.99 

Fantastic 4.69% PY, 59% PP.£18.99 

Fighting Force.89% PY, 66% PP.£20.99 

King OF THE Fighters.62% PY.£29.99 

Marvel Super Heroes.87% PY, 90% PP.£29.99 * 

i Mortal Kombat 4.Due August.£34.99 

Mortal Kombat Trilogy.92% PY, 91% PP.£18.99 

Mortal Kombat Mythology.71% PY, 50% PP.£27.99 

Pitball.66% PY, 73% PP.£16.99 

Psychic Force.73% PY, 76% PP.£22.99 

Rise of the Robots 2:The Resurrection.88% PY, 78% PP.£16.99 

Soul Bude.96% PY, 94% PP.£34.99 

Star Wars: Masters of Teras Kasi.74% PY.£32.99 

Streetfighter Collection.67% PY, 87% PP.£33.99 

Streetfighter Ex Plus.91% PY, 93% PP.£29.99 

Tekken.95%PY,90%PP.£18.99 

Tekken 2.95% PY.£18.99 ; 

Tekken 3.Due 11th September.£CALL!! 

UobalNo.1 .94%PY,91%PP.£19.99 

Toshinden.76% PY.£18.99 

Toshinden2.74% PY.£19.99 

Toshinden 3.78% PY, 76% PP.£29.99 

; X Men Children of the Atom.78% PY.£30.99 


Auto Destruct'.;..'..’..84% PY, 77% PP.£24.99 

Ayrton Senna Kart Duel 2.N/A.£24.99 

Bugriders.N/A.£19.99 

Buggy.Due September.£32.99 

Burning Road. 90% PY .£16.99 

Circuit Breakers.81% PY, 80% PP.£29.99 

Colin McRae Rauy.93% PY.£32.99 

Destruction Derby.86% PY, 72% PP.£18.99 

Destruction Derby 2.82% PY, 89% PP.£18.99 

Explosive Racing.82% PP.£19.99 

Felony 11-79.81% PP.£19.99 

Formula 1.84% PY, 88% PP.£17.99 

Formula 1 '97 .90% PY, 93% PP.£22.99 

Formula Karts Special Edition .75% PY, 81% PP.£16.99 

Gran Turismo.97% PY!!!.£36.99 

G rand T heft Auto (18+ L...... .88% PY, 90% PP.£26.99 


N20 


COLIN 

McCRAE RALLY FORMULA 1 '97 

IMPAQ Racing.87% PY, 82% PP.£14.99 

Jeremy McGrath's Supercross 98.67% PY, 52% PP.£32.99 

JETRIDER2.78% PY.£29.99 

Micro Machines 3. 92% PY, 95% PP .£17.99 

Motorhead.79% PY, 92% PP .£19.99 

Motor Mash.68% PP.£19.99 

Moto Racer.86% PY, 85% PP.£24.99 

Motocross International.77% PY.£24.99 

NoO. Due September.£32.99 

NASCAR Racing '98 .82% PY, 64% PP.£32.99 

Need For Speed 3.87% PY, 89% PP.£32.99 

Newman Haas Racing.74% PY, 75% PP.£32.99 

Porsche Challenge.82% PY, 80% PP.£18.99 

Rage Racer.94% PY, 93% PP.£19.99 

Rapid Racer.87% PY, 82% PP.£19.99 

Ray Tracers.74% PY, 73% PP.£24.99 

Red Asphalt: Rock N Roll Racing 2 ....55% PY, 68% PP.£19.99 

Ridge Racer.93% PY, 76% PP.£18.99 

Ridge Racer Revolution.90% PY, 84% PP.£18.99 

Road Rash. ..75% PY, 64% PP.£18.99 


DESTRUaiON 

Street Racer.84% 

Supersonic Racer .91% 

Test Drive 4.86% 

TOCA Touring Cars. 92% 

Tokyo Highway Battle.73% 

Tommi Makinen Rally.N/A 

Total Drivin' .84% 

Twisted Metal 2: World Tour.88% 

Vigilante 8.94% 

VMX Racing.45% 

VR Powerboat Racing.N/A 

V Rally.87% 

V Rauy & Total Drivin' Bundle. N/A, 

Wipeout.94% 

Wipeout 2097 .93% 

RAPID RACER 


THEFT AUTO 

PY.£32.99 

PY, 79% PP.£19.99 

PY, 74% PP.£17.99 

PY, 70% PP.£19.99 

PY,91%PP.£28.99 

PY, 77% PP.£18.99 

.£27.99 

PY, 86% PP.£17.99 

PP.£24.99 

PY,91%PP.£24.99 

PY.£31.99 

.£17.99 

PY, 94% PP.£22.99 

.£39.99 

PY, 78% PP.£18.99 

PY, 94% PP.£18.99 

GRAN 


ARCADE ADVENTURE 


RESIDENT EVIL 2 

96% Play Magazine! 
Terrifying graphics and 
sound make this every bit as 
atmospheric as its predecessor. 
Worth the wait! 

Batman & Robin.Due 20th August.£33.99 

Clock Tower.83% PY.£29.99 

Deathtrap Dungeon.86% PY.£29.99 

Deathtrap Dungeon includes a free book, T-Shirt & cards! 

Fade To Black.90% PY, 87% PP.£17.99 

Frenzy.73% PY.£29.99 

MDK .90% PY, 80% PP.£19.99 

Men In Black.N/A.£31.99 

Nightmare Creatures.90% PY, 86% PP.£29.99 

Ninja.Due 25th September..£34.99 

Overblood.86% PY, 76% PP.£14.99 

Perfect Assassin.N/A.£24.99 

Resident Evil 2.96% PY .£38.99 

Rosco McQueen .88% PY, 78% PP.£26.99 

Spawn.49% PY.£26.99 

Tomb Raider.94% PY, 92% PP.£17.99 

Tomb Raider 2.95% PY, 95% PP.£27.99 

Tomb Raider 3^...Dui OaoBER 


NIGHTMARE 

CREATURES 


DEATHTRAP 

DUNGEON 


TOMB 
RAIDER 2 


i Blast Chamber. 82% PY 

Blast Radius.N/A 

Crime Killer.81% PP 

Crusader No Remorse.80% PY, 

Grid Run.53% PY, 

Hard Boiled.29% PY, 

Loaded.85% PY, 

Mass Destruction .80% PY. 

One.86% PY, 

Overboard.75% PY . 

PO'ed .87% PY, 

: Ray Storm .75% PY, 

Reloaded.61% PY, 

Robotron X.85% PY, 

Syndicate Wars .85% PY, 

Tempest X3.86% PY, 

■ Tiger Shark.62% PY, 

; Xevious 3D.72% PY, 


£24.99 i 
£34.99 

.£29.99 

85% PP.£22.99 

64% PP.£16.99 

40% PP.£24.99 

75% PP.£18.99 

.£22.99 

83% PP.£28.99 

.£24.99 

76% PP.£18.99 . 

83% PP.£34.99 ; 

73% PP.£18.99 i 

66% PP.£16.99 

92% PP .£21.99 ' 

80% PP.£16.99 

72% PP.£22.99 

60% PP.£29.99 


WE DO NOT CHARGE YOUR CREDIT CARD UNTIL YOUR ORDER IS DESPATCHED, SO YOU CAN RESERVE YOUR NEW RELEASES TODAY! 






































































































































































































































































































































































QUALITY! SERVICE! 


WE ARE TODAI^ BRITAIN'S 
lER OF COMPUTER GAMES! 


0113 334 0444 

SALES HOTLINES (7 days a week) 

0113 234 0999 

TECHNICAL SUPPORT 

0113 234 0666 

CUSTOMER SERVICE (KI.. M 

email: GameplayUK@ael.cem 


UK PLAYSTATION GAMES • UK PLAYSTATION GAMES • UK PLAYSTATION GAMES • UK PLAYSTATION GAMES 


SPORT 


Take y 


i your team from the bottom of the league 

■ to premiership glory! Easily the most realistic 
management sim for the Playstation. Highlightsj 
are created using the Actua Soccer 2 game 
engine and commentary. Premier Manager 
allows you to take control of any team in the 
league or to embark on a simulated management career. 


Actua Golf 2 .80% PY, 83% PP ....£17.99 

Actua Ice Hockey .91 % PY.£17.99 

Actua Soccer ..94% PY, 68% PP.£18.99 

AauA Soccer 2.92% PY, 93% PP ....£17.99 

Breakpoint Tennis .73% PP.£19.99 

Chill .56% PY.£19.99 

Cool Boarders 2 .81 % PY.£29.99 

Courier Crisis .79% PP.£19.99 

Dead Ball Zone .88% PP.£25.99 

Everybody's Golf .85% PY.£29.99 

FIFA Soccer '96.81% PY.£17.99 

INT'L Superstar Soccer Pro .84% PY, 92% PP.£17.99 

Int'l Superstar Soccer Pro '98.Due September.£32.99 

International Track & Field .85% PY, 90% PP.£17.99 

Jonah Lomu Rugby .86% PY, 84% PP.£20.99 



EVERYBODY'S GOLF COOL BOARDERS 2 WORLD CUP '98 

Nagano Winter Olympics '98 .83% PY.£25.99 

Namco Smash Court Tennis.86% PY.£29.99 

NBA Live '98 .87% PP.£32.99 

NFL Madden '98 .92% PY, 89% PP.£26.99 

NHL Breakaway '98 .89% PP.£28.99 

NHL Face Off '98 .80% PY.£29.99 

NHL Hockey '98.71% PY, 91% PP ....£26.99 

On-Side Soccer.76% PY, 65% PP.£14.99 

PGA Golf '98 .63% PY, 68% PP.£32.99 

PL^YER Manager.74% PY.£24.99 

PowERMOVE Pro Wrestling.51% PY.£20.99 

Premier Manager '98.Out Now!!.£30.99 

Pro Pinball Timeshock .89% PP.£22.99 

Snow Racer.85% PP.£31.99 

True Pinball.85% PY.£17.99 

Total NBA '98 .92% PY, 85% PP.£29.99 

V Ball.Due 7th August.£29.99 

ViaoRY Boxing.90%.£32.99 

Virtual Pool '97.68% PY, 85% PP.£24.99 

VR Baseball '97.80% PY, 72% PP.£22.99 

WCWNitro.80% PY.£29.99 

WCW vs The World .79% PY, 88% PP.£29.99 

World Cup '98.86% PY, 90% PP ....£26.99 

World League Soccer '98.90% PY, 93% PP ....£30.99 

WWF In Your House.N/A.£22.99 

' ' T Warzone.^.Due 28th August.£32.99 





DIE HARD 
TRILOGY A 
PROTEaOR OUN 

£26.99 





Die Hard Trilogy.. 92% PY, 92% PP .£18.99 

Die Hard Trilogy & pROTEaoR Gun...N/A.£26.99 

Lethal Enforcers 1 & 2.30% PP.£27.99 

Point Blank .90% PY, 92% PP.£29.99 

Point Blank & Guncon .90% PY, 92% PP.£49.99 

Time Crisis .90% PY, 93% PP.£29.99 


3D SHOOTERS 


Alien Trilogy .91% PY, 85% PP ....£17.99 

Armoured Core .69% PY, 86% PP.£29.99 

Colony Wars .92%PY, 93%PP.£22.99 

Critical Depth .65% PP.£19.99 

Dark Forces .75%PY, 84%PP.£24.99 

Darklight Conflict .79% PY, 87% PP.£17.99 

Descent .85% PY, 91% PP.£14.99 

Descent 2.63% PY, 82% PP.£14.99 

Doom .93% PY, 92% PP.£20.99 

Duke Nukem 3D.90% PY, 91% PP ....£21.99 

Exhumed .84% PY, 91% PP.£24.99 

Final Doom .82% PY, 89% PP.£19.99 

Forsaken .92®/o PY.£33.99 

Ghost in the Shell .73% PY, 90% PP.£29.99 

G PoucE.84% PY, 93% PP.£27.99 

Hexen .84% PP.£19.99 

Life Force Tenka .86% PY, 82% PP.£24.99 

Mech Warrior 2.91% PY, 83% PP.£19.99 


' Agent Armstrong .75% PP.£24.99 j 

Bomberman World.Due 28th August .£29.99 ; 

• Casper .65% PY, 62% PP.£25.99 : 

Castlevania Symphony of the Night. .89% PP.£18.99 | 

Crash Bandicoot .84% PY, 86% PP.£18.99 j 

Crash Bandicoot 2 . .86% PY, 87% PP.£34.99 i 



lOGGER CRASH BANDICOOT 2 

Croc .78% PY, 84% PP.£23.99 

Frogger .69% PY, 88% PP.£34.99 

Gex3D.92% PY .£24.99 

Hercules.63% PY, 81% PP.£34.99 

Jersey Devil.90% PP.£24.99 

Klonoa.83% PY.£29.99 

Lost World; Jurassic Park 2.79% PY, 81% PP.£21.99 

Lucky Luke.79% PP.£29.99 

Megaman 8.82% PY.£28.99 

Megaman X3.82% PY, 81% PP.£24.99 

Oddworld: Abe's Oddysey.90% PY, 91% PP.£19.99 

Pandemonium.90%.£18.99 

Pandemonium 2.72% PY, 91% PP.£22.99 

Pitfall 3D.70% PY.£19.99 

Rayman .87% PY.£17.99 

Rampage World Tour.N/A.£24.99 

Rascal.77% PY.£34.99 

Skull Monkeys.83% PY.£32.99 

Trash It.55% PY, 57% PP.£29.99 

Whizz.N/A.£19.99 

BOMBERMAN RAMPAGE WORLD 


CROC 


ACE COMBAT 2 NUCLEAR STRIKE TOP GUN 

Ace Combat 2.84% PY, 85% PP.£29.99 

Air Combat .81% PY, 65% PP.£17.99 

Air Race .68% PY, 76%PP.£24.99 

Nuclear Strike .88% PY, 91% PP.£22.99 

Soviet Strike .83% PY, 92% PP.£18.99 

Thunderhawk 2.85% PY, 82% PP.£18.99 

Viper .N/A.£29.99 

Wing Over .50% PY, 40% PP.£35.99 


RETRO / COMPILATION / MISCELLANEOUS 


Atari Greatest Hits. 81% PY, 75% PP 

Inc Asteroids, Super Breakout, Tempest, Battlezone, etc ....£19.99 

Atari Greatest Hits 2.Due 2nd July.£27.99 

Midway Greatest Hits 2 .N/A 

Includes Moon Patrol, Root Beer Tapper, Burgertime, Splat, Spy 

Hunter, Blaster, and Joust 2 .£27.99 

Namco Museum Volume 2.70% PY, 63% PP .£22.99 

Namco Museum Volume 4.79% PY, 67% PP .£24.99 

Namco Museum Vol 5.75% PP.£29.99 

Parappa the Rapper .82% PY, 89% PP .£24.99 

R-Type.N/A.£29.99 

Spice World (Spice Girls)...... ..N/A.£18.99 


HINT BOOKS 





A-Z of PSX Secrets & Solutions.£10.99 

Alundra Unauthorised Game Secrets.£12.99 

Deathtrap Dungeon Official Guide.£10.99 

Diablo Official Strategy Guide.£10.99 

Final Fantasy 7 Official Guide.£14.99 

Gran Turismo Strategy Guide.£11.99 

Oddworld Official Strategy Guide.£10.99 

One Official Strategy Guide.£10.99 

Resident Evil 2 Unauthorised Guide.£11.99 

Riven Unofficial Game Secrets.£6.99 

SuiKODEN Unofficial Game Secrets.£15.99 

Tekken 3 Official Strategy Guide.£10.99 

Tomb Raider Secrets.£9.99 

Tomb Raider 2 Official Guide Book.£10.99 

Vandal Hearts Unauthorised Secrets.£12.99 

Vigilante 8 Official Strategy Guide.£8.99 

Warcraft 2 Console Srtategy Guide.£10.99 


In addition to our huge range of new games, 
Gameolay also stocks pre-owned names and we 
intend to ensure that these are or the highest 
quality that you will find anywhere. 


✓ Ail games must pass a 10 part 
examination before bejng resold 
to ensure "nearly-new" quality. 

✓ All 2nd hand games are 
ouaranteed for 3 months. 

✓ Extremely cornpetjtive prices 
for buying and selling. 


This is how you can sell us a game: 

1. Your game must be in nearly new condition. VYe 
cannot accept anything with torn or stained manuals 
or damaged boxes and you must clean the CD before 

sending it to us. Remember that all games are 
tested when we receive them, if your qame doesn't 
work, we will not buy it and you will nave to pay a 
£4.00 charge to get it back. 

2. You must ring us before sending your game in as 

prices for 2nd hand games can change quite 
regularly. You will be given an authorisation 
number which will be valid for one week. 

3. You will receive a credit for the agreed amount 


which you may use against other games or 
accessories, either new or used. 


if you would like to buy a 2nd hand game, simply ring 
sales for the current price, if your choice is not in stock, 
you may book a copy and it will be sent as soon as one 
becomes available. Remember, we do not charge your card 
until your game is sent! 

ALL PRICES LISTED IN THIS ADVERT ARE FOR 
NEW GAMES ONLY - PLEASE RING IF YOU 
WOULD LIKE 2ND HAND PRICES. 



^ We are also ^ 
Britain's largest 
mail order 
supplier of 
N64 products! 
Please call for 
prices! 

£ 90 , 991 ! 


PLEASE RING TO CONFIRM AVAILABILITY BEFORE ORDERING 
AS SOME SPECIAL OFFERS ARE LIMITED STOCK & SOME GAMES 
MAY NOT HAVE BEEN RELEASED AT TIME OF PUBLICATION 



?>^Cut out this order form and post to: 

f^play, entertainment house. 


(ROSS CHANCELiOR S1RBET, LEEDS, LS6 2TG 

Have you ordered before? Yes / No 


..Fax:, 


I Cash n Cheque □ Postal Order □ CaRdG ■■■ GS8 51 Cheques payable to'Gameplay'. 

HUB lOmMK ®5iS3 Prices correct at time of going to press. E & OE. 

.Card No. □□□□□□□□□□□□□□□□□□ expiry Date Issue No. □□ EEiljfl , 

I _ _ _ _ _ _ SWITCH ONLY | 


Item description 

Price 


£ 


£ 


£ 


£ 


£ 

Optional express cheque clearance. Ip you are 

PAYING BY CHEQUE BUT DO NOT WANT TO WAIT FOR IT TO 
CLEAR PLEASE ADD £2.00 HERE FOR EXPRESS CLEARANCE 

£ 

Postoge is FREE for oil gomes shipped within the U.K. DO p 

Oolionol NEXT DAY DELIVERY ovoiloble: £4.00 for 1 st ' ^' 

£ 

item plus £1.00 for each subsequent item. T/NT A I 
Ove^s postoge - £2.50 per softwore item. 1 V/ 1 nL 

£ 























































































































































































































































































































x-ratBd platinum 


PUBLISHER DEVELOPER GENRE 

Codemasters Codemasters Driving 

Cheap thrills! Nudge, 
nudge, wink, wink... 
know what I mean? 


RELEASED VE RSION PRICE P LAYE RS PERIP HERALS 

2nd September UK £19.99 1-2 Memory Card Dual Shock 

Steering Wheel 



TOURIIXIG CAR 


CHAIVIPIOIXISHIP 




DUAL SHOCK SHOCK! 


Yes that’s right folks, not 
only do you get an excel¬ 
lent driving experience 
for a snip at twenty quid, 
you also get the added 
bonus of playing with 
new Dual Shock compat¬ 
ibility, unavailable on the 
original TOGA. 

Analogue was the 
favoured control method 
in the original release, as 
It allowed you to nail pre¬ 
cise corners without 
twitching or over-steer¬ 
ing because of digital 
downfalls. Dual Shock, 
along with its refined 
analogue touch, gives 
the game a new lease of 
life, allowing the player 
accurate feedback 
through your hands as if 
they were on the steer¬ 
ing wheel itself. 


acing games on the 
PlayStation are ten-a-penny, 
though very few warrant 90- 
plus review scores. When TOCA: 
Touring Car Championship was 
originally released it was a huge 
success, clearly out-classing the 
likes of Rage Racer and Test Drive 
4. Now the Platinum edition is 
upon us, the question on every¬ 
body’s lips is, ‘can TOCA hold its 
own against the world’s eighth 
wonder. Gran Turismo?’ 

Originally reviewed in Issue One 
of Extreme PlayStation, TOCA was 
said to be ‘as fast as a nun’s first 
curry’, and who am I to argue with 
such fine words? Fast it most cer¬ 
tainly is, especially when played in 
Codemasters’ unique driver’s-eye 
camera perspective. This view lets 
you play the game as if you were 
literally in the driver’s seat. You can 
see the dashboard, your hands on 
the steering wheel and even the 
windscreen wipers when it’s rain¬ 
ing! Though this view is by far the 
most realistic and heart-pounding, 
there is a selection of other per¬ 
spectives for the faint of heart. You 
can also have the roof view, in 
which you see just the bonnet of 
your car, or the rear view that lets 
you watch the action in Chase HQ 
fashion. Finally, there’s the high 
rear view that lets you see the 
action from further away, allowing 
you to see a lot more of the track 



ahead. This is excellent for begin¬ 
ners still getting to grips with the 
game, though it does compromise 
the overall feeling of speed. 


Riveting Realism 

It goes without saying that speed 
alone doesn’t make a good driving 
game (Need For Speed 3 anyone?). 
This genre is notoriously hard to 
program when you have to take 
into account all the complex car 
physics, crash damage and race 
track mechanics involved. TOCA is 
most definitely a triumph in all 
areas where many others have 
failed to deliver, incorporating 
extremely realistic cars and han¬ 
dling, as well as boasting almost 
exact replicas of championship 
courses like the legendary 
Silverstone and Donnington. True to 
form, the most important skill to 
learn in TOCA is cornering. Just like 
real touring cars, to achieve fast lap 
times you must slide your car into 
the bends and accelerate out of 
them. Slide too much and you spin 



u 


o p I i\i I a i\i 

I was amazed this one came out 
on Platinum so soon, especially 
with TOCA 2 on the way. Not that 
Tm wingeing - it’s an excellent 
drive which really captures the 
atmosphere of a Touring Cars 
race. 

Ian 




- enter too straight and you lose 
speed or overshoot. 

Though each race is neatly intro¬ 
duced by Top Gear’s Tiff Needell, the 
only real element that’s missing is 
in-game commentary. It’s a brave 
writer that accuses Codemasters of 
lazy programming. Instead I’ll just 
say that repetitive, badly-timed and 
aggravating ranting from the likes of 
Murray Walker is enough to drive the 
majority of players up the wall. The 
boys at Codemasters decided less is 
more on that front, leaving the play¬ 
er to enjoy the game; I’m not going 
to argue. Though put in the shade by 
Gran Turismo, TOCA can hold its 
head high in the knowledge that it’s 
the next best thing. For £20, it’s an 
essential addition to any respectable 
game-player’s collection. 

Russell 


THE SCORE 


^ GRAPHICS 8 

^ SOUiXID 8 

^ GAMEPLAY 9 

^ LIFESPAIV 8 


91 % 
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PUBLISH ER DEVELOPER GE NRE RE LEASED VERSION PRIC E PLAYE RS PERIPHER ALS 

GT Interactive id Software 3D Shoot-’em-up October'98 UK £t9.99 1-2 Passwords only 

(Link up only) 



Welcome to hell on Earth... 




T he all-time classic shoot-’em- 
up makes a proud return to 
PlayStation on Platinum. 
Combining the PC’s Ultimate Doom 
and Doom 2 in one hot package, 
Doom lets you relieve all those 
homicidal tendencies that no one 
really likes to talk about. As if that 
wasn’t enough, you can play link¬ 
up and kick your mate’s ass in 
Deathmatch mode, or even save it 
while playing co-operatively. All 


sound, but for overall atmosphere 
and wanton destruction with the 
body count high and guts up to 
your knees, Doom is still the word. 

Those that remember the original 
Doom games from the PC will be 
pleasantly surprised to see marked 
improvements in both Doom 2 and 
Ultimate Doom. Many levels are 
now played outside, showing hell¬ 
ish backdrops and broody post- 
apocalyptic cities on the distant 


For overall atmosphere and wan¬ 
ton destruction, Doom is the word 


this for a snip at twenty notes; 
what more could an honest-to- 
goodness human being want? 

There may be other 3D shoot- 
’em-ups at your disposal, like Duke 
Nukem and Dark Forces, but they 
just don’t have the pure magic of 
Doom. Some may have superior 
graphics, others might enjoy better 



skyline. The majority of the inside 
levels are very dimly lit, only offer¬ 
ing you enough light to move 
sheepishly around, but no where 
near enough to feel safe in your 
surroundings. Though a cliche on a 
stick, playing with the lights off and 
the sound up loud is really recom¬ 
mended to get the adrenaline 
pumping and the hairs on the back 
of your neck standing on end. Being 
able to hear nearby monsters and 
zombies moving and breathing, for 
example, is a real buzz, along with 
the edgy music which really acts to 
thicken the atmosphere to knife¬ 
cutting proportions. 

Big Flicking Gun... 

Though the graphics don’t quite 
match today’s standards, they do 


■Sr 




the job ade¬ 
quately and por¬ 
tray the bloody 
demise of alien 
scum with some 
really satisfying 
animations. The 
array of weapon¬ 
ry at your dis¬ 
posal is well bal¬ 
anced, giving 
you all the 
implements of 
death required 
to nip any bad 

guy right in the bud. From chain¬ 
saws to the BFG9000 (I’ll give you 
three guesses what that stands 
for), with seven varied weapons in 
between, the tools are discovered 
as you make your way through the 
game. Some are just lying around, 
others are found in secret areas, 
allowing you to pick up weapons 
just when you think you have no 
chance of survival. The shotgun, a 
favoured weapon by most players 
of the original, now has a rather 
nifty double-barrelled big brother 
which has a slower loading time but 
compensates by dropping four zom¬ 
bies in a single shot - you’ve just 
got to talk them into standing in a 
line. 

Thankfully, even after all this 
time, really clever level design by id 
allows Doom to stand up to the rest 
in this genre; a worthy addition to 
your collection at only twenty quid. 

Russell 


a p I f\i I o i\i 

Technically it’s been bettered, but 
clever design makes Doom an all- 
time classic. Even when baddie 
blasting, tactics are needed - find 
the best place to stand, look for 
sneaky shots, etc. Together with 
interesting weapons and foes, this 
makes Doom a blast. 

Ian 
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X-rated platinum 

PUBLISHER DEVELOPER GENRE RELEASED VERSION 

GT Interactive Oddworld Platform September ’98 UK 

Inhabitants 


PRICE PLAYERS PERIPHERALS 

£19.99 1-2 (Alternate) Memory Card 





A be’s Oddysee game begins 
with a beautiful story 
sequence introducing a 
Mudokon called Abe, is a slave in a 
meat-processing plant known as 
Rupture Farms. When he acciden¬ 
tally discovers the evil owner plans 
to add his race to the menu, Abe 
decides it’s probably best to get 
the hell out while he still has the 
skin on his back. Sounds like a 
pretty sensible move to me... 

You can call Abe’s Oddysee any¬ 
thing you like, but ‘sensible’ would 
be pretty damn low on the list. It 
can fairly be described as a weird 
but wonderful platform adventure 
owing a lot to games like the clas¬ 
sics Another World and Flashback. 

It has cleverly been built on a simi- 

You can call 
Abe’s Oddysee 
anything you 
like... 


lar interface while bringing it up to 
date with incredible attention to 
detail and the addition of a new 
conversation feature known as 
Gamespeak. 

Gamespeak allows you to inter¬ 
act with the inhabitants of 
Oddworld in a detailed fashion, 
quickly and easily. You need to use 
it if you wish to save your Mudokon 
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friends, and you need some quick 
words to talk yourself out of a fair 
few sticky situations later on in the 
game. Abe also has the rather nifty 
ability to possess other characters, 
so you can get them to do your 
dirty work - it’s a tough world! From 
the first option screen to the final 
credits, the game oozes the sort of 
class and professionalism you 
would normally only expect from 
Sony themselves. 

Sizzling Storylines 

There are always going to be com¬ 
parisons drawn between games of 
the same genre, and Abe’s Oddysee 
is no exception. There are obvious 
similarities with Flashback and 
Heart of Darkness, but the differ¬ 
ences you must take into account 
are what makes Abe’s the next gen¬ 
eration. The game holds much more 
than simple button combination 
puzzles and run-and-shoot game- 
play; it really has something new to 
offer that’s very hard to put your 
finger on. Maybe It’s the story that’s 
perfectly integrated with the game- 
play - you really begin to feel for 
the poor little chap and his life of 
slave labourer turned hero. You 
also see the puzzles elements you 
encounter through the game slowly 
increase in difficulty to match the 
well balanced learning curve. When 
you play for the first time, you see 
various notice boards in the back¬ 
ground, offering hints and tips on 
what to do and where to do It. In 
stark contrast, the latter half of the 


game Abe’s abilities are tested to 
the maximum, mixing fast-paced 
action with logical problem solving. 

If you didn’t catch it first time 
round, I truly recommend you pick 
up Abe’s Oddysee on Platinum. You 
really can’t do much better for your 
twenty quid. We will be seeing a lot 
more of little Abe and other inhabi¬ 
tants in the near future - keep your 
eyes peeled for Abe’s Exoddus, 
coming soon as the second game in 
the Oddworld Inhabitants five-game 
extravaganza. 

Russell 


n a p i i\i i o w 

H This is one of the all-time greats in 
Um the platform/puzzle genre. The ani- 
H mation is superb, the gameplay 
U riveting and the gimmicks gen- 
H uinely funny. The storyline works 
for once too. 

At less than a score, it’s well 
worth buying. 

Ian 


U 
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THE SCORE 

^ GRAPHICS 

8 

^ 50UIMD 

8 

^ GAMEPLAY 

9 

^ LIFE5PAM 

94 " 

9 

Ya 



























:THE NEW PREDATOR % 6DN PACK 

Wc have SO Predator I suns up for srabs 

All you have to do is put your answer to the following question on the back of a staml 
S.A.E, put that envelope into another envelope and send it to: "Give me the power",! 
Excitement Direct (Extreme), Streatfield House, Carterton, Oxford 0X18 3XZ 

Question: Name one feature of the Predator 2 gun. 

Entries must be received by 30th September 1998. Remember 20 people have to win. 




TEI.$ 01991 840805 

OR FAX ORDERS TO 01993 840750 

FAST DELIVERY SERVICE: 

Usually within 3 working days for games and accessories in stock. 
POSTAGE FREE FOR U.K. 

RECIEVE 3 ISSUES OF OUR BROCHURE 

, OUR FULL COLOUR BROCHURE INCLUDES 
1 INFORMATION ON NEW RELEASES AND SPECIAL , 
DEFERS TOTAL COST £1.20 TO COVER P&P^ 




PUQfSTATION 




£ 32.99 


ALL MACHINES ARE FULLY , 

GUARANTEED FOR I YEAR 
ASK ABOUT OUR 
EXTENDED WARRANTIES 

IF YOUR MACHINE IS FAULTY WE WILL COLLECT IT FROM 

. .xp.^ f JT f pf . 


err a off iss w when you buy either a 
SPECIAL edition ISS »« STICKER KIT FOR £9.99 OR 
A SPECIAL EDITION ISS 9t MEMORY CARD FOR 
£9.99 ATTHE SAMETIME AS THE GAME. GET £S OFF 
ISS n IF YOU BUYTHE MEMORY CARD AND THE 
STICKER KIT 


ACE COMBAT 2 
ACTUA GOLF 2 
ACTUA HOCKEY 
ACTUA SOCCER 2 
ACTUA TENNIS 
ADIDAS POWER SOCCER 97 
ADIDAS POWER SOCCER 2 
ALIEN TRILOGY 
ALUNDRA 
ARMOURED CORE 
ATARI GREATEST HITS 2 
AUTO OBSTRUCT 
AYRTON SENNA KART 2 
AZURE DREAMS 
BABY UNIVERSE 
BALL BLAZER CHAMPS 
BATMAN & ROBIN 
BLAST RADIUS 
BLOODY ROAR 
BOMBERMAN WORLD 
BRAHMA FORCE 
BREATH OF FIRE 3 
BROKEN SWORD 2 
BUSHIDO BLADE 
BUST A MOVE 3 
CARDINAL SYN 
CLOCKTOWER 
COLIN McRAE RALLY 
(Get £3 off any wheel bought at the same time) 
COLONY WARS £ 19.99 

COOL BOARDERS 2 £30.99 

COMMAND & CONQUER £ 18.99 

COMM & CONQ RED ALERT £CALL 

COMM & CONQ RETALIATION £CALL 

CRASH BANDICOOT 2 £34.99 

CRITICAL DEPTH £ 19.99 

CRIME KILLER £32.99 

CROC £24.99 

CICUIT BREAKERS £32.99 

DARK OMEN:WARHAMMER 2 £32.99 

DEAD BALL ZONE £32.99 

DEAD OR ALIVE £30.99 

DEATHTRAP DUNGEON & FREE Deathtrap 
Trap T-Shirt £29.99 

DESCENT 2 £16.99 

DESTRUCTION DERBY £17.99 

DESTRUCTION DERBY 2 £ 18.99 

DIABLO £32.99 

DIE HARD TRILOGY £ 17.99 

DIE HARD TRILOGY & PROTECTOR GUN£25.99 


DUKE NUKEM 
DYNASTY WARRIORS 
EVERYBODYS GOLF 
EXPLOSIVE RACING 
EXTREME SNOW BOARDING 
FELONY 11-79 

FIFA RD TO WORLD CUP 98 

FIGHTING FORCE 

FINAL FANTASY VII 

FLUID 

FORMULA I 

FORMULA 97 

FORSAKEN 


£28.99 G POLICE 

£17.99 GEX 2:RETURN OF THE GECKO 
£ 17.99 GRAND THEFT AUTO 

£17.99 GRANTURISMO 
£31.99 HEART OF DARKNESS 
£13.99 INDY 500 
£ 15.99 INT S’STAR SOC PRO 

£ 17.99 INT S’STAR SOC PRO 98 

£33.99 INT.TRACK & FIELD 
£34.99 JEREMY MCGRATHS SUPERCROSS 98 
£27.99 JET RIDER 2 
£32.99 JACK NICKLAUS 
£28.99 JERSEY DEVIL 
£33.99 J.JOHNSON AMER FOOTBALL 
£CALL JONAH LOMU RUGBY 
£15.99 JUDGE DREDD 
£32.99 JURRASSIC PARK 2:LOST WORLD 
£CALL KICK OFF WORLD 
£24.99 KULA WORLD 
£30.99 KURUSHI 

£27.99 LEGACY OF KAIN 

£32.99 MADDEN 98 

£28.99 MADDEN 99 

£29.99 MAGIC THE GATHERING 

£21.99 MARVEL SUPER HEROES 
£28.99 MAXIMUM FORCE 
£28.99 MDK 

£33.99 MEGAMAN 8 

MEGAMAN BATTLE & CHASE 
MEGAMAN LEGENDS 
MEN IN BLACK 
MICRO MACHINES 3 
MIDWAY GREATEST HITS 2 
MONOPOLY 
MORTAL KOMBAT 4 
MOTO RACER 
MOTOR MASH 
MOTOR HEAD 
N20 

NAGANO WINTER OLYMPICS 
NASCAR 98 
NANOTEK WARRIOR 
NBA FASTBREAK 
NBA PRO 98 
NBA IN THE ZONE 2 
NBA LIVE 98 
NEED FOR SPEED 
NEED FOR SPEED 3 
NEWMAN HAAS RACING 
NHL 98 

£22.99 NHL BREAKAWAY 98 
£ 17.99 NHL POWERPLAY 
£29.99 NIGHTMARE CREATURES 
£ 18.99 NOTH ING CAN STOP MR DOMINO 
£30.99 NUCLEAR STRIKE 
£23.99 ODDWORLD:ABES ODDYSEE 
£29.99 ONE 
£17.99 PANDEMONIUM 2 
£3 5.99 PARAPPA TH E RAPPER 

£CALL PITFALL 3D 
£ 18.99 PGA TOUR GOLF 98 
£37.99 POCKET FIGHTER 
£33.99 POINT BLANK 


£30.99 
£27.99 
£30.99 
£33.99 
£32.99 
£33.99 
£16.99 
£32.99 
£17.99 
£32.99 
£29.99 
£32.99 
£19.99 
£CALL 
£23.99 
£24.99 
£21.99 
£29.99 
£31.99 
£25.99 
£24.99 
£26.99 
£CALL 
£33.99 
£29.99 
£19.99 
£19.99 
£28.99 
£28.99 
£CALL 
£31.99 
£17.99 
£28.99 
£33.99 
£CALL 
£23.99 
£17.99 
£17.99 
£31.99 
£27.99 
£32.99 
£27.99 
£32.99 
£32.99 
£19.99 
£32.99 
£18.99 
£31.99 
£31.99 
£29.99 
£23.99 
£17.99 
£29.99 
£CALL 
£23.99 
£19.99 
£30.99 
£24.99 
£24.99 
£29.99 
£28.99 
£CALL 
£28.99 


POINT BLANK & G CON GUN 
PORSCHE CHALLENGE 
POY POY 

PREMIER MANAGER 98 

RAGE RACER 

RALLY CROSS 

RASCAL 

RAYMAN 

RESIDENT EVIL 

RESIDENT EVIL 2 

RESIDENT EVIL-DIRECTORS CUT 

RIDGE RACER 

RIDGE RACER REVOLUTION 

RIVEN 

ROAD RAGE 

ROAD RASH 3D 

ROCK & ROLL RACING 2 

R-TYPE 

SAN FRANCISCO RUSH 

S.C.A.R.S 

SCREAMER 2 

SENTIENT 

SHADOW MASTER 

SHADOW WARRIOR 

SIM CITY 2000 

SMASH COURT TENNIS 

SNOW RACER 98 

SOCCER 97 

SOUL BLADE 

SOVIET STRIKE 

SPAWN 

SPEEDSTER 

SPICE WORLD 

STAR WARS MASTERS OF TERAS KASI 
STEEL REIGN 

STREET FIGHTER COLLECTION 
STREET FIGHTER EX PLUS 
SUIKODEN 

SUPER FOOTBALL CHAMPS 

SUPER MATCH SOCCER 

SUPER PANG COLLECTION 

SUPER PUZZLE FIGHTER 2 

TEKKEN 

TEKKEN 2 

TEKKEN 3 

TENNIS ARENA 

TEST DRIVE OFF ROAD 

TEST DRIVE 4 

TETRIS PLUS 

THEME HOSPITAL 

THEME PARK 

THREE LIONS 

TIGER SHARK 

TIME CRISIS & GUN 

TIMESHOCK PINBALL 

TOCA TOURING CARS 

TOMB RAIDER 

TOMB RAIDER 2 

TOMB RAIDER I & 2 

TOMMI MAKINEN RALLY 

TOSHINDEN 

TOSHINDEN 3 

TOTAL DRIVIN 


£49.99 

£18.99 

£26.99 

£29.99 

£22.99 

£29.99 

£34.99 

£17.99 

£17.99 

£32.99 

£26.99 

£15.99 

£15.99 

£35.99 

£33.99 

£31.99 

£18.99 

£CALL 

£28.99 

£CALL 

£34.99 

£34.99 

£29.99 

£36.99 

£24.99 

£18.99 

£23.99 

£29.99 

£CALL 

£17.99 

£19.99 

£32.99 

£18.99 

£27.99 

£CALL 

£32.99 

£31.99 

£18.99 

£15.99 

£27.99 

£26.99 

£24.99 

£17.99 

£18.99 

£CALL 

£17.99 

£27.99 

£22.99 

£28.99 

£31.99 

£18.99 

£17.99 

£18.99 

£49.99 

£28.99 

£29.99 

£17.99 

£27.99 

£40.99 

£22.99 

£16.99 

£17.99 

£18.99 


TOTAL NBA 98 

TRANSPORT TYCOON * MOUSE 
TREASURES OF THE DEEP 
UEFA 
VBALL 

VANDAL HEARTS 
VIPER 

VIGILANTE 8 
VMX RACING 
VR BASEBALL 99 
VR POOL 

VR POWERBOAT RACING 
V RALLY 
VS 

WARCRAFT 2 
WAR GAMES 
WARZONE 2100 
WAYNE GRETSKY 98 
WCW VS NITRO 
WILD 9 & FREE 
PSX STICKER KITS 
WILD ARMS 
WIPEOUT 2097 
WORLD CUP 98 
WORLD LEAGUE BASKETBALL 
WORLD LEAGUE SOCCER 98 
WRECKING CREW 
WWF IN THE HOUSE 
WWF WARZONE 
XENOCRACY 

X MEN VS STREETFIGHTER 

IMPORT PLAYSTATION GAMES 

AZURE DREAMS 
BREATH OF FIRE 3 
DARK OMEN 
DEATHTRAP DUNGEON 
DIABLO 
EINHANDER 
ELEMENTAL GEARBOLT 
FINAL FANTASY VII 
FINAL FANTASY TACTICS 
GEX 2 

GRANSTREAM SAGA 

GRAN TURISMO 

INT.SUP’STAR SOCCER PRO 98 

KNOCK AT KINGS 

MORTAL KOMBAT 4 

MOTO RACER 2 

NEED FOR SPEED 3 

NINJA 

OGRE BATTLE 

PARASITE EVE 

RESIDENT EVIL 2 

RIVAL SCHOOLS 

SMALL SOLDIERS 

TACTICS OGRE BATTLE 

TEKKEN 3 & FREE PLAYERS GUIDE 

TENCHU 

THEME HOSPITAL 
WWF WARZONE 


£27.99 

£39.99 

£28.99 

£35.99 

£30.99 

£21.99 

£32.99 

£33.99 

£30.99 

£32.99 

£19.99 

£29.99 

£18.99 

£33.99 

£28.99 

£32.99 

£CALL 

£32.99 

£29.99 

£CALL 
£30.99 
£18.99 
£31.99 
£30.99 
£31.99 
£33.99 
£22.99 
£33.99 
£28.99 
£35.99 


£39.99 
£42.99 
£31.99 
£29.99 
£31.99 
£42.99 
£44.99 
£39.99 
£39.99 
£39.99 
£42.99 
£42.99 
£44.99 
£44.99 
£39.99 
£44.99 
£31.99 
£42.99 
£42.99 
£44.99 
£31.99 
£44.99 
£44.99 
£42.99 
£39.99 
£44.99 
£31.99 
£42.99 , 


PiAVSTATION eONTROI. PADS 

mmi ®(y)i^ iimiiiiiD 


I ULTRARACER 

I Revolutionary mini 
I hand-held steering 
I wheel. Great control 

1 £25.99 or 
I £22.99 if bought at the 
I same time as any game 

I GLOW IN THE DARK 
I PAD-£9.99 

I OFFICIAL SONY JOYPAIV ^ 
1 £7.99 


I THE GLOVE 

I Arming a new generation of 
I Gamers - Quicker Combos, Fasterl 
I Laps,Tighter turns, Higher Scores%i 

1 £CALL . 

ASCII RESIDENT EVIL PAD 

Get the most out of Resident Evil with this : 
specellialy designed pad 

' ONLY £22.99 


PS DOMINATOR 
JOYSTICK 

8 fire buttons, hat switch 
control, digital and analogue 
modes select, auto-fire and 
slow motion with LED display 

panel £23.99 

SONY DUAL SHOCK 
ANALOGUE PAD 

Two level rumble 
feature, improved 
grip pads 

£22.99 or £21.99 if _ 
bought with any game 


INFRA RED JOYPAD SYSTEM 
Includes two 8 button . — ^ 
joypads and a 9 

receiver. Range 
up to 18 metres 

£27.99 


_ BARRACUDA 

5 ^ This 4-Axis dual 

analogue controller 
•' will raise gameplay 

to oew heights. 
„ Works with every 

f"' ' game. 

' Programmable 
buttons, slow motion and auto fire 

£19.99 

ALPS INTERACTIVE 
GAMEPAD 

Ever feel like driving a Porsche? This 
gamepad offers you 
the power, 
rformance 
ndling. It’s 
sleek, ultra¬ 
smooth and has a | 
great feel. It’s a 
high-tech, finely- 
tuned and tested controller 
designed by professional 
game players.This is the ultimate 
controller 

£28.99 


9am to 8pm Monday - Friday • 10am to 7pm Saturday • I lam to 4pm Sunday & Bank Holidays 


NAME:. 


ITEM 


PRICE 


I ADDRESS:. 


. POSTCODE:. 


1 TEL:. 


CARDHOLDER SIGNATURE:. 
CASH □ CHEQUE □ aj 


POSTAL ORDER □ CARD □ 


[ 



£ 


£ 


£ 

3 issues of our brochure (it includes details of 
new releases) sent direct to your door for just 

El .20 (overseas E2.50) 

£ 

POSTAGE IS FREE FOR ALL ORDERS P & P 

SHIPPEDWITHINTHEUK. r Wt 

OVERSEAS POSTAGE £3.50 

PER SOFTWARE ITEM TOTAL 

£ 

£ 


ISSUE NO. □ □ (Switch Only) 


EXTREME PLAYSTATION 


CARD NUMBER 
EXPIRY DATE □ □ □ □ 

PLEASE KEEP COUNTERFOILS IF SENDING POSTAL ORDERS. ONLY SEND CASH IN A RECORDED/REGISTERED ENVELOPE 

CHEQUE PAYABLE TO: EXCITEMENT DIRECT, 1ST FLOOR, STREATFIELD HOUSE, ALVESCOT ROAD, CARTERTON, OXON, OX 18 3XZ 

INEVITABLY SOME ITEMS MAY NOT YET BE AVAILABLE. PLEASE PHONETO CHECK AVAILABILITY. PRICES CORRECT ATTIME OF GOINGTO PRESS. E & OE. EXCITEMENT DIRECT LIMITED. 


EXCHANGE POLICY ON GOODS - If you ar« unhappy with your goods for any reason, simply return them in perfect condition within 3 days of receipt by recorded delivery and 
subject to a fee (10%, minimum £5), we will swap it for another item. We reserve the right to refuse exchange if the item is not received back in PERFECT condition. 


PLAYSTATION WHESLS 


GAMESTER STEERING WHEEL 

Features include Rumble Force, Formula I style 

gear change and foot pedals. 

Mounts onto a table with suckers. 

r£59.99 Get a free Nugen Controller with this wheel. 

Ask at time of ordering 


MAD KATZ STEERING WHEi 

WITH PEDALS 

True analogue steering, accelerator 
and brake. Memory card slot 
1.99 (ENDORSED BY SONY) 



TOP DRIVE STEERING WHEEL 

1 With programmable stick shift and racing pedals. 
Works on N64. PSX & Saturn £54.99 


VRFI ARCADE 
STEERING WHEEL 

Analogue wheel with programmable buttons for 

the ultimate driving simulation £3 7.99 
(or with pedals £47.99) 



V3 RACING WHEEL 

300 wheel rotation, adjustable wheel positioning, unique 
table-top or under-leg mounting option. Programmable 
fire buttons and separate analogue foot pedals. 

£59.99 


PLAYSTATION LIGHT GUNS 

SCORPIAN GUN 


r ni 


THESE LASERS ARE CLASS 2. 

THIS CLASSIFICATION IS STATED BY 
THE DTI AS BEING SAFE, PROJECTS 
AVISIBLE DOT OVER YDS. BATTERIES 
INCLUDED. 

£19*99 

mikl IMPACT PSX 
CONTROLLER 

SLOW MOTION AND TURBO 
AVAILABLE IN GREY, BLUE, RED A 
BLACK 

£19*99 or £17*99 WITH ANY 
GAME 



Jolt action, auto reload and auto fire. 

Ultimate accuracy or ultimate firepower £ | 9.99 

ERAZER LIGHT GUN * 

Recoil feature with machine gun action 
special weapon button, switchable auto 
reload & auto-fire. Now in camouflage colours 

ONLY £22.99 

PREDATOR 2 GUN PACK 

The new very much improved Predator. New 
features include rumble, footpedal and superscope. 

I Compatible with Namco and Konami titles £29.99 
' Predator I £16.99 

iL. THE PROTECTOR 

Ammunition reload, precision 
light sensor for targetting accuracy, special 
L 9 weapons, launch button, independent auto-fire 

ONLY £12.99 

NAMCO GUNCON 

The most accurate gun available £C ALL 

THE REAL ARCADE LIGHT GUN 

State of the Art light gun. 

Adds another dimension to shooting games. 

_ ONLY £34.99 

OTHEII ACCESSORIES 

STICKER KITS ONLY E9.99 

Available - Glows in the dark 
(Danger Radiation) Bulldog 

WRIST RUMBLER - makes all controllers have th^ 

rumble effect. 

INTERACTOR, FEELTHE FORCE - This 

pack enables you to experience the blows, kicks 

and explosions. N64 & PSX Compatible. 

OFFICIAL SONY I MB MEMORY CARD . 

SPECIAL ED.FOOTBALL I MB MEMORY Ci 
MEMORY CARD - 15 SLOT (I MB) 

MEMORY CARD - 30 SLOT (2MB) .£12.99 

MEMORY CARD - 120 SLOT (8 MB) .£ 16.99 

MEMORY CARD - 240 SLOT (8 MB).£19.99 

MEMORY CARD - 360 SLOT (24 MB) .£24.99 

MEMORY CARD - 720 SLOT (48 MB) .£29.99 

GAMEBOY BOOSTER -Play Gameboy games on your Plastation.£33.99 

EXPLORER CHEAT CARTRIDGE .£2S.99 

DATEL ACTION REPLAY - 100s of built in cheats. Blast open the biggest and 

best games. Add, store and delete more cheats.£38.99 

COMBAT CHAMPION - Cheats card for fighting games.£ 13.99 

RACING CHAMPION - Cheats card for racing games.£13.99 

NAMCO GUNCON ADAPTOR Enables you to use any gun 

with Namco games ..£ 13.99 

STEREO SCART CABLE With Namco Adaptor . . .£9.99 

RGB SCART CABLE..£8.99 

LINK CABLE.■ ■ ■ £7.99 

S.VIDEO CABLE..... £8.99 

JOYPAD EXTENSION CABLE ..T|K^I7S • • ■ <^8.99 

R F CABLE WITH SWITCH BOX..^ 2 99 

MOUSE AND MAT + 8MB MEMORY CARD ... . ...£2S.99 

MOUSE .£16.99 

GUNCOM FOOT PEDAL - CONVERTS ANY PSX LIGHT GUN TO A 

GUNCOM .£12.99 

MULTI-TAP - UP TO 8 PLAYERS.£26.99 

MULTI-CASE.£17.99 

PLAYSTATION CARRY CASES.£12.99 

PLAYSTATION DISK WALLET - strong cover holds 6 games.£3.49 

PLAYSTATION WIPES (14 wipes).£2.49 

T-SHIRT WITH “COME PLAY WITH ME’’ ONTHE FRONT.£9.99 

OFFICIAL GRAN TURISMO BOOK .£10.99 

OFFICIALTOMB RAIDER 2 STRATEGY BOOK.£9.99 

OFFICIAL RESIDENT EVIL 2 BOOK.£10.99 

OFFICIAL DEATHTRAP DUNGEON STRATEGY BOOK.£ 11.99 

OFFICIALALUNDRA GUIDE BOOK .£11.99 

OFFICIALTEKKEN 3 STATEGY BOOK.£10.99 

OFFICIAL WCW vs NITRO GUIDE BOOK.£10.99 

L PLAYSTATION CLEANING KIT.£9.99 . 



GOLDENEYE & RUMBLE PAK 
& FREE N64 GAME CASE 
ISS 98 

MISSION IMPOSSIBLE 
WORLD CUP 98 


£42.99 

£34.99 

£34.99 

£34.99 




Prices are subject to change. Please therefore phone to confirm current price. 





















































































































The 3D battlefields are fully rotatable, and the spells are breathtaking 
Typical Japanese console RPG, methinks! 


x~rated impart 


PLAYERS 

PERIPHERALS 

1-2 

Memory Card 


PUBLISHER 

DEVELOPER 

genre 

RELEASED 

VERSION 

Atlus 

Atlus 

RPG 

Out Now (Import) 

NTSC 


A tlus have long been creating a 
niche for themselves in the 
role-playing market, slowly 
taking over from SquareSoft. Now 
they have done the ultimate dirty 
deed. Kartia has been co-created 
with the character designer from 
the Final Fantasy games, Amano 
Yoshiitaka, so you know you’re in 
for a true role-playing treat. 

A hundred and twenty thousand 
japanese role-playing experts can’t 
be wrong. That’s how many copies 
of Kartia were sold in its first month 
on sale, and it has shown no signs 
of slowing down either. The latest 
offering from Atlus is one epic 
adventure in which you encounter 
heroes, heroines, sorcerers and 
thieves in the terrifying world of 
Rebus. 

This game in unlike any role- 
playing adventure you’ve encoun¬ 
tered before. The list of unique fea¬ 


ITEMS GALORE 

There are many different items your characters can pick up, earn or win in Kartia, with many different styles to suit your personal tastes. 
Even a simple thing like a sword comes in many different guises. The choice is endless. 


Another quest to save the Kingdom... 


tures is long and impressive. There 
are two different storylines to fol¬ 
low using two characters, Toxa and 
Lacryma - a man and a woman, pre¬ 
sumably to be politically correct. 
Each route through the game has 
its own computer-generated movie 
sequences, telling the story of your 
chosen character, all spread 
through over 30 hours of tactical 
game play. 


Beautiful battlefields 

Each battlefield is represented in 
3D and all are completely rotatable. 
The terrain you must fight over is 
also fully interactive - you can 
freeze rivers or torch trees in the 
midst of battle to turn things to 
your advantage. You can also put 
together your own weapons, magic, 
armour and monsters using a 
unique interface unlike any other 
seen before. Then there are the 150 


Troy 

i^By tli» way. . . 

Ansi’t yon off today? j 
Laeryma " * ^ 

fI’n ciw«rifig for RimaaB."- ... 
By tlia way^ yoo’rt iat«. 1 B ' 
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STUNNING MOVIES 


There are some simply 
spectacular movie 
sequences in Kartia, 
telling the story of Toxa 
and Lacryma in the 
land of Rebus. Atius 
have really put in a lot 
of effort, so the least 
we can do is take some 
time out to gaze in 
wonder at them. 


Doran, • fncfmbwoUhflanct , M 
and I came to jfPjB uite of ^ 

Coimt ShiflOA^nm file Unrn^ 
of Kainaa,''l^«eiftne ' 

a carmonj of porffftng 
tha World Trto... t 

/ 


spells you can use to destroy your 
enemies. 

One really cool feature Atius have 
included is the way you can trade 
special items from the game with 
your mates using memory cards. Let 
them come up with the ultimate col¬ 
lection of items than pop their card 
in your PlayStation to enjoy an 
enhanced game. You can also fight 
to the death with your mates in the 
Versus Mode - another first for role 
playing games. 

The Verdict 

Turn-based role-playing games are 
an acquired taste, but the 
PlayStation seems to get a steady 
stream of them so the programmers 
must be doing something right. At 


first inspection, the graphics in 
Kartia don’t seem anything out of 
the ordinary. Small characters trun¬ 
dle around an isometric 3D back¬ 
grounds taking it in turns to splatter 
the enemy. But with the inclusion of 
some fantastic Full Motion Video 
sequences between battles and 
great special visual effects on magic 
and weapons, the game really 
comes to life. 

The basic gameplay in Kartia is 
quite simple, and is something that 
both role-playing experts and 
novices will enjoy, but there is a lot 
more depth in the game if you take 
the time to find it. The storylines 
acted out by large pictures of the 
characters and scrolling text really 
bring the game to life - you find 
yourself transfixed to the screen 
waiting with baited breath to find 
out what happens next. 

If you got a kick out of playing 
games like Final Fantasy Tactics and 
Tactics Ogre, this outing is going to 
set you on fire once again. 

Dom 

i.ntf. - Ucr>aa 
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Because the storylines and battles 
are different for each of the two 
characters, Kartia is almost two 
games in one. The storyline is 
gripping, almost having you in 
tears at the end, and Prima 
Publishing’s solution book's a 
work of art (I wrote it). 

Russell 


THE SCORE 
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Out Now (Import) 


VERSION 

NTSC 


PLAYERS 

1-2 


PERIPHERALS 

Memory Card 
Dual Shock 
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31, 29, 47 - Alan King’s great at ordering meals in a Chinese restaurant, but 
what does he know about American football? 


m 
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Plantation Arrrencan feot| 

■ To try and simplify ^edriAi Toot- 
ball In an attempt to make the . 
whofe thing allot more-arce^^le 

■ and fun, while also making it much 
less baffling fe^yone who isn't 
American. So has NFLXtieme 
bridged the gap between simula¬ 
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NFL Xtreme breaks the mould 
and goes for an arcadey feel... 


tion and action, or is it simply play¬ 
ing a game of hit and hope? 

First off, it’s got to be said that 
with the number of American foot¬ 
ball games already available on the 
PlayStation, it’s a wonder if you can 
decide which one to go for. 
However, NFL Xtreme breaks the 
normal mould and goes for a much 
more arcadey feel; for this change 
of approach some praise is 
deserved. 


'VS?"' -■ ;;:r' 


can taunt a downed foe, tackle after 
the ball is dead for amazing late 
hits and even celebrate a touch¬ 
down with one of over 50 special 
dances. The action is fast-paced 
and doesn’t stop for a single sec¬ 
ond, and this adds to the atmos¬ 
phere and excitement no end. 

Graphically NFL Xtreme isn’t bad, 
but it’s never going to win prizes for 
pushing the boundaries of the 
PlayStation. The characters are 
large and chunky but quite well ani¬ 
mated. They move around in a very 
life-like way, despite looking like 
tailor’s dummies. Sound is average 
at best, with the usual grunts and 
groans accompanying tackles and 
the odd line of speech, although it 
does help to improve the atmos¬ 
phere of the game. For a sports sim, 
I guess this is all you can hope for. 

Unfortunately NFLXtreme’s 
arcade approach proves to be its 


.-tuiiluiu^in the-end, as its la 
depth and stra tegtr elements 
means borecfem can sa in very 
quiekiy. I found the all-action style 
may be fun for the first few games, 
but you soon find once the -wow 
look at that hit’ factor has begun to 
die away, there isn’t much of game 
underneath. The playbook you work 
from is limited to only a few basic 
running and passing routes and 
scoring seems to be a matter of 
luck rather than real football judge¬ 
ment. Frustration soon forces you 
to put down your joypad before you 
try and ram it into the TV set, and to 
be honest I can’t see you wanting 
to pick it up again. 

If you don’t like American foot¬ 
ball, forget all about Xtreme. 
However, if you’re a total NFL nut¬ 
case, try renting Xtreme from your 
local video store as you’ll see just 
about everything it has to offer in 
the couple nights you get for your 3 
quid. 

The basic idea of NFL Xtreme is 
not a bad one, it’s just a shame that 
the over-the-top action can’t hide 
the fact that the game is far to sim¬ 
plistic, with little to hold the atten¬ 
tion once the initial ‘wow’ factor 
has gone. 

Alan 


I can’t say I’m a huge fan of 
American football (it’s just a 
bunch of overweight cretins run¬ 
ning into each other), but NFL 
Xtreme’s arcadey approach means 
it should appeal to those who 
enjoyed NBA Jam. Accessible and 
fun, but no depth. 

Doug 
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PLAYSTATION REPAIRS & UPGRADES 

100% SUCCESS RATE 

UPGRADE OPTIONS: 

NEW PLAYSTATION VALUE PACK COMPLETE WITH: 
STANDARD UPGRADE £139.99 

COLOUR MOD UPGRADE £159.99 

(SCART LEAD NOT NEEDED) 

UPGRADE KITS: 

STD KIT - C/W FULL COLOUR DOCUMENTS & FITTING 
INSTRUCTIONS £15.00 

COLOUR MOD KIT - C/W FULL DOCUMENTS & FITTING 
INSTRUCTIONS £25.00 


■ NINTENDO^ 

1 ^ 

ComputeR fRieNoLy 

MP 

WE BUY, SELL & EXCHANGE 

CONSOLES, GAMES & ACCESSORIES 

-FREE Games Catalogue on request 



9/10 SUCCESS RATE ON ALL FAULTY PlAYStATIONS 

Call: (01525) 370709 




Mail Order 
Hotline 


( 01582 ) 475699 


NO EXTRA CHARGE FOR FITTING 

CALL FOR DETAILS 


PARTS & ACCESSORIES: 


REPLACEMENT LASERS £34.99 

(CURES SKIPPING BAD OR SLOW LOADING PROBLEMS ETC) 

SMART II PAL COLOUR CONVERTERS £25.00 

SCART LEADS £4.99 

USED GAMES SOLD FROM £7.00 


KTC Computers 
128 Halifax Road, Sheffield, 
Tel: 0114 23456 04 
Fax:0114 23456 04 
Mobile: 0370 780556 




o 


Wit MB 


TEL: 01908 640040 TEL: 0468 403341 

U.S.A. DVD MOVIES 

STARSHIP TROOPERS 
TOMORROW NEVER DIES 


FAX: 01908 640162 


EMAIL: IMP0RTS1@A0L.COM ^ 

U.S. DVD PLAYERS 


AS GOOD AS nr GETS 
DARK CITY 

ENTER THE DRAGON S.E. 
REPUCEMENT KILLERS 
WAG THE DOG 


U.S MARSHALLS 
LOST IN SPACE 
THE JACKEL 
SPHERE 

MAN IN THE IRON MASK 
SCREAM 2 

BLUES BROTHERS 2000 


MR MAGOO 
BOOGIE NIGHTS 
COPLAND 


PANASONIC A1310 £529.99 

PANASONIC Alio £429.99 

PIONEERE 506 (ALL REGION | £549.99 
PIONEER 505 (ALL REGION ) £449.99 
ALL REGION DECODING £BEST PRICE 


FF VII KEY CHAINS £3.99 


OFFICIAL DUEL SHOCK PAD 
OFFICIAL PSX PADS 
REPLACEMENT N64 PSU 
N64 PASSPORT ADAPTOR 


£22.99 

£9.99 

£24.99 

£29.99 


ALL THE LATEST US & JAP PLAYSTATION & NINTENDO 64 GAMES AVAILADLE AT 
UNBEATABLE PRICES 


TACTICS OGRE (U.S 
MORTAL KOMBAT 4 (U.SI 
TEKKEN3 (U.S) 

GRAND STREAM SAGA 
FINAL FANTASY TACTICS (U.S) £39.99 
PARASITE EVE (U.S) £44.99 

METAL GEAR SOLID (JAP) ECALL 

WWF WARZONE (U.S) £44.99 


£44.99 

£44.99 

£44.99 

£44.99 


BREATH OF FIRE 3 (U.S) 
TOMBA (U.S) 

ROAD RASH 3D (U.S) 
PITFFAU 3D (U.S) 
POCKET FIGHTERS (U.S) 
ISS98(U.S) 

THUNDER FORCE 5 (U.S) 
AZURE DREAMS (U.S) 


£44.99 

£44.99 

£29.99 

£24.99 

£39.99 

£44.99 

£39.99 

£39.99 


F ZERO X (JAP) 

BANJO AND KAZOOIE (U.S) 
MISSION IMPOSSIBLE (U.S) 
DEADLY ARTS (U.S) 

FI WORLD GRAND PRIX (U.S) 
TUROK 2 (U.S) 

V64 

1080 SNOWBOARDING (U.S) 


£54.99 

£49.99 

£49.99 

£CALL 

ECALL 

ECALL 

ECALL 

£49.99 


NEXT DAY DELIVERY AVAILABLE ON ALL PRODUCTS 

ALL MAIL TO: WILD IMPORTS 

PO BOX 3503, MILTON KEYNES MK2 7TZ 


(VISITORS WELCOME BY APPOlfjTMENT) 

OPEN MON-SAT 10AM - 6PM 




WILD IMPORTS, 47 BRUNEI BUSINESS CENTRE 


THE CONCOURSE. BLETCHLEY, BUCKS, MK2 2ES 


EUROPEAN TECHNOLOGIES 



PlayStation 


» Sony 

complete 
replacement 
laser units. If 
you have 
jumping FMV 
or other 

oblems, this is the 
re 

57.50 


PS VCD 



ollov/s you 
to wotcn 
VCDs on 
your PS 



240 Save 
Memory 
Car<d for 
PS 

incredible 

price 

£13.50 


2.5 Metre Scart 
RGB Cable with L 
+ R audio 
connectors, better 
quality than Sony's own lead 

£3.50 



Sony Dual Shock Pad.£19.00 

PlayStation Action Replay Cartridge.£15.00 

Action Replay PC Card with Comms Lead.£32.50 

Smart 2 NTSC PAL Adaptor for PS, allows import games to work in 
colour with any aerial PAL TV (includes RF lead) 

Also has stereo & video output.£15.00 

PlayStation Decode Chip & Instructions.£5.00 

(Bulk orders welcome. Coll for discounts) 

Saturn Decode Chip & Instructions .£15.00 

Sega Saturn 4 in 1 Action Replay Cartridge - 4mb RAM .£19.50 

CD64.£240.00 

Scorpion Light Gun .£19.50 

Gome Doctor Replacements PSUs (UK Manufactured).£32.50 

Professional NTSC to PAL Converters ideal for DVD Players, video, CD 

Equipment, etc .£42.50 

PlayStation Time Crisis gun adaptor for standard scart lead. Allows 

connection onto a standard scart lead.£3.50 

Sony 1 MB Official memory Cards .£7.50 

Real Arcade Light Gun With Pedal, (Time Crisis compatible) . . .£28.00 
Laser Pen keyrings.£9.99 


European Technologies manufacture the smart 2 PAL converter 


LOTS OF OTHER PRODUQS AVAILABLE PLEASE CALL. TRADE DISCOUNTS AVAILABLE 
We can beat any UK or European Distributor's Prices. Please Call or Fax for a Quote. 

European enquiries welcome 


EUROPEAN TECHNOLOGIES PO BOX 1103, Slough PDO, SL2 2YS 
Prices exclude postage and packaging. E-mail: eurotech@globalnet.co.uk 































































Starglider 


PERFECT PILOTIIMG 

The art of writing a good flight sim... 


T here are no 
commercial 
airline sims 
such as Airbus or Microsoft Flight on the 
PSX, so here we concentrate on the history of 
the sims we do get. 

Multi-million pound pilot training simulators 
aside, the first flight sims saw you piloting a light 
aircraft between airports. These included Artie’s 
ZX8i Flight Simulator. Despite their inevitable 
lack of sophistication, they were brilliant pieces 
of programming in their day. The pilot-style 
shoot-’em-ups like Atari’s Star Raiders and Star 
wars worked better, their arcadey feel and disre¬ 
gard for flight physics giving the programmers 
more leeway to work with the limitations of the 
host machines. 

The space combat game came of age in 1984 
with David Braben and Ian Bell’s Elite. Part 
blaster, part trader, this one still has a cult fol¬ 
lowing today. Also released in 1984 was the 
young Geoff Crammond’s Aviator, a flight sim 
based on the Spitfire. This was one of the first 
successful combat flyers. Although in no way a 
flight sim. Rescue on Fractalus from 1985 pushed 
back the boundaries of what could be done with 
the limited capabilities of the machines. The 
games were improving all the time. 

The following year, 1986, jez San and Argonaut 
Software released Starglider, pictured here. It 
wasn’t as deep as Elite, but took the vector 
graphics-based blaster to new heights. By now 
the 16-bit games computers were making an 
impression too, with games like the Amiga’s 
Interceptor, which combined speed, realism and 
action in a superb overall package. 

Starglider 2, released in 1988, took advantage 


of the 16-bit machine’s processing power and 
used filled polygons rather than wireframe 
graphics, and again wowed, as did Carrier 
Command, a strategy sim in which you could 
pilot a boat or a plane. 

The games were getting better, but it wasn’t all 
positive news. Ocean’s F-29 Retaliator was 
released in rather prematurely in 1989, with 
some ridiculous bugs still present. Users spent 
an age seeking out patches and sending for 
updates. 

MicroProse, kings of the computer flight sim, 
released their F-15 Strike Eagle on the 16-bit con¬ 
soles to a mixed response. They also produced a 
coin-op which almost no one played; 
it was fun but too complicated for 
the arcades, and lost the company 
a lot of money. The series contin¬ 
ued to improve on the PC, 
though, reaching its peak 
with F-15 Strike 
Eagle III in 
1992. 

1993 saw some interest¬ 
ing developments on 
both consoles and 
home computers. On 
the Sega Mega 
CD, 

Thunderhawk 
paved the way 
for future CD- 
based games, 
complete with FMV 
between missions. It was a 
very basic flight sim, but 
scored heavily on arcade action. 

Frontier: Elite 2 was just the oppo¬ 
site. This expanded on the Elite universe 
first explored back in 1984, but again 
the software was released prematurely. 

The bugs in this were so severe you could 


fly through a planet if you got your speed right. 

Perhaps the most over-rated ‘you are the pilot’ 
game of’93 was LucasArts’ Rebel Assault on the 
PC CD Rom. THe graphics were bed-wettingly 
good, but the spacecraft you piloted flew as if on 
invisible rails - you could only go where the pro¬ 
gram let you. Whatever the graphics did, the 
game’s degree of interactivity was shamed by the 
Spectrum version of Elite, released almost ten 
years earlier. 

And so we reach the PlayStation era, with 32- 
but processing power, ever-improving graphics 
and CD-quality sound. Space blasters have con¬ 
tinued to improve, culminating in the Psygnosis 
trio of G-Police, Colony Wars and Blast Radius, 
though we’ve yet to see the PlayStation pushed 
to its limits with traditional flight sims. Flere’s to 
the future... 


• Programmers must make up their minds about what sort of game to 
write and stick to it. Titles which fall between arcade and simulation stools 
rarely satisfy. 

• Threre should always be lots to do. Real pilots might fly for an hour 
before engaging the enemy, but who wants to do that in a game? Titles aim¬ 
ing for ultra-realism should include a ‘speed time’ option in this respect. 


• Dogfighting is the heart of many great pilot combat sims, and is only 
possible if the enemies DON’T fly across your gunsights at ridiculous 
speeds. Again the balance between realism and gameplay must be struck. 

• The balance of detail against speed must be right. 

• Finally, although it takes three years to train a pilot, no game, however 
realistic, should be this demanding on the player. Fiave a heart! 






1 By: Virgin Interactive 





\ 



This one’s old and tired, though even in its day it wasn’t particularly good. 

The game’s shallow and arcadey, making only token nods at flight simulation. The missions are bor¬ 
ing and samey, and worst of all, the graphics look like they’ve been designed by committee. Draw-in 
is a problem too. 

The only good thing about this game is the FMV before missions, but this is hardly reasonable com¬ 
pensation when the gameplay’s so bad. 

This is one to avoid, even at bargain basement prices. 
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Ever wanted to fly a plane or a space 
ship? Who hasn’t? As the PSX offers 
the next best thing, we take a look at 
flight sims and blasters where you’re 
the pilot... 


high 


FIRST FLIGHTS 

A brief history of flight sims... 





















By: Core Design Ltd 


73 % 

This one’s older than Jimmy Tarbuck’s jokes, but it’s still a mean blaster. You fly a helicopter deep into 
enemy territory, taking out vehicles and installations as you complete your objective-based missions. 
Inevitably, the graphics aren’t up to today’s standards, though they’re entirely functional. It’s crying 
out for analogue compatibility too, but this is hardly a fair criticism when the game predates the 
peripheral by a couple of years. Instead, let’s look at Its strengths; it’s fast, smooth and there’s plenty 
to do. The maps are clear, you never lose your way, and you’re never far from the action either. It’s a 
little lacking In the variety department, though. 

It’s not a flight sim for the purists - you can adjust your chopper’s height, but never hit the ground. 
Instead it’s aimed at the fun fan, the shoot-’em-up maestro who wants more than a mindless blaster. 

65 % 

So that’s what Mark ‘Luke Skywalker’ Hamill did after Star Wars. We often wondered... 

There’s fun to be had here - the storyline is genuinely immersive and the FMV well acted, but at the 
end of the day, it suffers from the same problem that’s blighted many so-called interactive movies - 
too many cut sequences, not enough game. The choices you make during the FMV are limited to say 
the least, and hardly Intrude on the gameplay at all. The shoot-’em-up elements are far from disas¬ 
trous, but leave a lot to be desired by today’s standards. The missions are varied enough to hold 
your interest for a while, but only if you can put up with the very dated graphics. 

If you like Interactive movie-type games with lots of atmospheric cut sequences, at today’s prices 
(it’s around £15 for a four-disk behemoth), it’s worth splashing out on. If lack of interactivity gets on 
your nerves, though, buy for Colony Wars instead. 

76 % 

Another four-disk monster featuring Mark Hamill. It’s a lot better than Its predecessor. One look at 
the Head-Up Display shows it’s come on a long way since Wing Commander III. Unfortunately It still 
suffers from the old ‘lack of Interactivity’ bugbear. Still, the plot is once again immersive and the FMV 
well acted. 

Let’s face it - you either like the Wing Commander games or you don’t. The space combat sim sec¬ 
tions are piddle-poor by today’s standards, but the overall space opera-style package is Incredibly 
well presented. The lack of effect your decisions made during the FMV is annoying, but at the end of 
the day, it’s up to you whether the moviesque cut sequences are an atmospheric gob-smacker or an 
unwelcome Intrusion. 

Better than WCIIi, but won’t win over those who detest the series anyway. 

30% 

WHAT A GAME! So big it comes on two CDs, this is the ultimate mix of strategy and action. It’s a 
bugger to control at first, but a sensible skills curve and a comprehensive training mode ensure your 
first few plays are as painless as possible. The graphics are outstanding, clearly showing how far 
programming techniques moved on since the early days, and the presentation voice-overs set the 
scene brilliantly. 

The game sees you taking on rival corporations as you fly your futuristic rotorless helicopter con¬ 
traption through a Blade Runneresque cityscape. Although the execution is undeniably slick, with 
lots of fine touches such as the radar and waypoint indicator which are (for once) a real asset, it’s 
the mission structure that really sets the game alight. Varied, exciting - there’s always something to 
do, and mastering your craft is only half the battle. Strategic use of resources is also demanded. 
Definitely not for the feint-hearted. 

50 % 

Choose one of three choppers which trade speed against armour, fly missions, note down your pass¬ 
word - you know the score. 

For a game so old, the graphics aren’t bad at all. sure they pixellate up close and lack detail, but they 
run smoothly with no pop-up and the area where the pixels become obvious (the foot of the screen) 
isn’t where your concentration is focused anyway. The bases you’re attacking look hellishly bland 
and un-busy, though. 

The real problem with Strikepoint is the perspectives - viewed from inside the helicopter, the area 
immediately In front of you is obscured. Viewed from behind, the vehicle gets in the way of the cen¬ 
tre area. There’s fun to be had here, but your time and money would be better spent on the equally- 
cheap but infinitely-betterThunderhawk. 

31 % 

Funnily enough, this space combat dogfighter is just as exciting as it was when we reviewed it last 
issue. It’s basically Colony Wars with the strategy sections removed and the arcade dogfighting 
beefed up to the max. Because of the cool Elite-style radar system, you always know exactly where 
the enemy are, but doing something about it is another matter entirely - good job you’ve got a verita¬ 
ble arsenal of upgradeable weapons to hand. 

The beauty of this game is the artificial intelligence of the foes. They duck and weave like cornered 
rattlesnakes, but it’s always possible (indeed, necessary) to give chase and blast them. Obviously 
this gets harder and harder as the game goes on, but by encouraging this sort of dogfighting, it 
keeps you on the edge of your seat. 
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By: Namco 


By: Namco 


This, the follow-up to Agile Warrior, uses a helicopter rather than a plane as its main vehicle. There’s 
nothing subtle about the game - eschewing the sanitised war-at-a-distance approach favoured by the 
heavy-duty realism sims, this one’s full of bangs, flashes, humongous explosions and excessive vio¬ 
lence. 

The chopper you fly Is fictional, allowing a muscled-up arsenal of weapons which even include a tac¬ 
tical nuke. There are plenty of enemies to pot too, with the sky soon filling up wherever you fly. 
Mission targets include Iraqi tank formations, LA crack houses and South American drug lords. 

The player has the option of playing an arcadey game or a more realistic simulation, but even with 
the realism switched on the game is still very pick-up-and-playable. This is flight sim lite, and it 
works. 


MicroProse have been releasing Gunship helicopter sims on home computer formats for years, but 
in 1996 it finally came to the PSX. Shame they didn’t leave it where it was. 

The game’s biggest fault is the graphics. They would shame an Amiga with their freshly-laundered 
colours and blocky blandness. We should demand a lot more from a 32-bit console. Secondly, when 
viewed from inside the cockpit, the control panels and internal features leave virtually no room for 
the action. This Is made even worse when your co-pilot’s helpful hints are plastered in the centre of 
the game screen, irritating the player no end. It’s more playable when viewed from outside the chop¬ 
per, but that’s not what flight sims are ail about. Is it? 

MicroProse have never achieved any degree of success on the consoles, and this game does noth¬ 
ing to build their reputation. They’re about to make a PSX return with conversions of excellent PC 
strategy games, though, so maybe this will change. 


OOEOBO 


Another Psygnosis game, another two-disk epic and another corker. Colony Wars is an epic space 
opera, with breathtaking graphics, an incredible frame rate and superb space dogfighting action. 
The combat sections of the game aren’t as effective as those in Blast Radius - the radar isn’t as 
effective and the enemies (who’s energy bars aren’t displayed) don’t encourage dogfighting to the 
same extent, but the slick FMV, crystal-clear presentation and solid strategy elements more than 
make up for this. For once, the storyline really draws you in. 

If you enjoyed the Wing Commander games, or wanted to like them but became irritated by their 
shortcomings. Colony Wars is for you. 


This ageing chopper sim was the PlayStation’s first flight sim. Compared to others of Its ilk and age, 
it holds Its own very well but it can’t compete with a modern simulation blaster. 

The game has some neat touches, like the way your instruments such as radar can lose functionality 
due to damage caused by enemy fire, but the 16-bit-quallty graphics really show their age - com¬ 
pared to, say, Thunderhawk (itself no Spring chicken) they look distinctly jaded. Even with your throt¬ 
tle open to the max there’s no real feeling of speed, and the enemy aircraft fly across your sights 
with ridiculous speed, making Blast Radius-style dogfighting impossible. 

Good presentation and FMV don’t compensate for gameplay this weak. Warhawk was a competent 
but unremarkable offering by the standards of its day, but it hasn’t stood (or even knelt) the test of 
time. 


For some reason, Namco called the follow-up ACE Combat 2. Perhaps it was to distance it from this 
little effort which, although now on Platinum, isn’t really a high flier. The presentation’s intrusive, the 
loading’s slow, the plot’s insipid (secret terrorist organisation, heavily armed - yawn) and the game- 
play... 

The graphics are sparse yet there’s still a lot of fogging. Arcade addicts will hate the amount of time 
spent flying around waiting for something to happen, but simulation gamers will gag at the lack of 
realism - you can only pitch your wings as far as the 45 degree mark, making tight turns stupidly 
frustrating. 

Air Combat sold well in its day, but it’s not worth donning the goggles for in this day and age. 


The original was a pea-brained disaster, but Ace Combat 2 isn’t bad at ail. It goes a little too far with 
the atmospheric scene-setting before each mission, especially when the on-screen and audio com¬ 
mentary are totally out of sync, but the game itself is quite good. 

Make no mistake - this isn’t a game you can pick up and put down in a spare five minutes. Ace 
Combat 2 is a flight simmer’s console flight sim, not as complex as it’s PC counterparts (where you 
spend half your time flicking through the manual looking for the key which switches the engines on), 
but nonetheless realistic. It takes great practice to be able to chase and down enemy planes, and 
you’re always at risk of stalling your own jet. Perhaps a little less detail in the graphics department 
and a faster frame rate would make it more fun to play, but it’s still a worthy blast for the serious 
simulation gamers. 
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By: Warner 


70 % 


This one’s not bad, though it’s a bit samey and won’t exactly set the world on fire in the adrenaline 
stakes. 

The head-up display is one of the most realistic we’ve seen on a PSX flight sim, and if you feel the 
control panel’s taking up too much of the screen, hit Select for a cut-down version. The ground and 
sky graphics are a little weak, with little detail and lots of fogging. The flight model’s quite realistic 
too - you can tilt and yaw till your heart’s content, or at least in your mouth as you loop the loop and 
perform another low-level victory roll. 

Raging Skies’ main fault Is that it doesn’t encourage dogfighting - until you’re good at the game, you 
spend most of your time watching microscopic enemies fly on the horizon. Still, It’s not bad. 


Please sir, which one’s ‘Will?’ It must be the oldest military joke around (apart from Percy Sugden), 
though as this game comes from the PlayStation’s early days, perhaps that’s appropriate. 

You can view this one from inside the plane or, if you’re a wimp, from behind-and-above It, 
Afterburner-style. Both perspectives work quite well, as do the clear HUD and useful targeting lock- 
on. The graphics are crap, but what do you expect for a game so old? 

The game’s only real drawback is its blissful disregard of inertia and gravity. You can adjust your tra¬ 
jectory with ease, the plane never dipping or drifting after you release the joystick. This takes away 
all feeling of flying. 


BLLLEEUUUGHH! BAARRF! HHUUURRGGHH! Sorry, but this game really makes you sick. It’s push¬ 
ing the envelope a little to call it a flight sim - it’s more of a 3D Afterburner-type game, but bear with 
us. It’s got an in-the-plane flight sim-type perspective, though it’s virtually unusable due to jerky 
movement. Instead, you have to use the out-of-the-plane view and prepare for the worst. 

Even for an arcadey game such as this, flying into buildings and just bouncing off is a little ridicu¬ 
lous, though not as bad as hitting the ground and bouncing like a tennis ball. Worse still, the same 
chase-and-shoot gameplay is used on every level, with very little variation. 

There’s plenty of pop-up too, despite the graphics being poor. Not recommended, even for fans of 
the film. 


BOGEY HAS LOCK 



PLERSE CRLL FOR BEST PRICE 

WORMS.16.99 X-FILES.CALL 

WWF WARZONE.31.99 

JOYSTICKS RND RCCESSORIES 


ACTUA SOCCER 3.CALL 

ADIDAS POWER SOCCER.17.99 

ACTUA GOLF 3.CALL 

ALIEN RESURRECTION.31.99 

ALIEN TRILOGY.17.99 

ALIEN VS PREDATOR.31.99 

ALL STAR TENNIS 99.31.99 

APOCALYPSE X COM.32.99 

ASTEROIDS.CALL 

ATARI GREATEST HITS.19.99 

AZURE DREAMS.29.99 

BATMAN & ROBIN.29.99 

BATMAN FOREVER COIN UP 

.18.99 

BUBBLE BOBBLE 2.26.99 

BUGGY.30.99 

BREATH OF FIRE 3.31.99 

BRIAN LARA CRICKET 98 ..34.99 

BUST A MOVE 3.23.99 

CARMAGEDDON.32.99 

COLIN McRAE RALLY.32.99 

CAESARS PALACE.31.99 

CASINO.CALL 

CASPER.18.99 

CASTROL HONDA SUPERBIKE 

CHAMPIONS.30.99 

CENTIPEDE.CALL 

COMMAND AND CONQUER 

.17.99 

COMMAND & CONQUER 2 RED 

ALERT.29.99 

COMMAND AND CONQUER 

RETALIATION.CALL 

CONSTRUCTOR.31.99 

COOL BOARDERS 2.28.99 

COLONY WARS 2.CALL 

CRASH BANDICOOT.17.99 

CRASH BANDICOOT 2.29.99 

CRASH BANDICOOT 3.CALL 

CROC LEGEND OF THE GOB- 

BOS.19.99 

CROC 2.CALL 

DARK FORCES.24.99 


DESTRUCTION DERBY 2...17.99 


DIE HARD TRILOGY.17.49 

DUKE NUKEM TIME TO KILL 

.CALL 

DUNGEON KEEPER 31.99 

EARTHWORM JIM 3D.CALL 

FIFA 99. 30.99 

FIFTH ELEMENT CALL 

FINAL FANTASY VII.32.99 

FIGHTING FORCES 2.CALL 

FORMULA 1. 17.99 

FORMULA 1 97 36.99 

FORMULA 1 98 38.99 

FORMULA KARTS SPECIAL 

EDITION.19.99 

FI RACING SIMULATOR 98 

.CALL 

FROGGER.19.99 

GEX 3D.22.99 

GOLF PRO. 35.99 

GRAND THEFT AUTO.29.99 

GRAN TURISMO 34.99 

GLOBAL DOMINATION.CALL 

ISS PRO 2 (98) CALL 

JACKNICKLAUS 31.99 

JERSEY DEVIL 19.99 

KNOCK OUT KINGS.32.99 

LOST WORLD JURASSIC PARK. 

.19.99 

MDK.15.99 

METAL GEAR SOLID.CALL 

MICROMACHINES V3.17.49 

MONOPOLY.32.99 

MORTAL KOMBAT 4.CALL 

MORTAL KOMBAT TRILOGY 

.17.49 

MOTO RACER 2.31.99 

NASCAR 99.31.99 

NBA LIVE 98.31.99 

NEED FOR SPEED 3.32.99 

NHL HOCKEY 99.30.99 


ODDWORLD ABES ODYSSEY.... 

.22.99 

ODDWORLD 2 ABES EXODUS... 
.CALL 


PANDEMONIUM 2.24.99 

PACMAN GHOST ZONE.CALL 

PFA SOCCER MANAGER...34.99 

PGA TOUR GOLF 98.29.99 

POINT BLANK.28.99 

POINT BLANK + GUN.49.99 

POPULOUS 3 THE THIRD COM¬ 
ING.31.99 

PREMIER MANAGER 98 ....29.99 
PRO PINBALL BIG RACE USA.... 


RAYMAN.17.49 

RAYMAN2. 39.99 

RESIDENT EVIL 2 38.99 

RETURN OF FIRE 2.CALL 

RIDGE RACER 17.49 

RISK. 32.99 

ROAD RASH... 17.49 

S.C.A.R.S. 31.99 

SENSIBLE SOCCER 98.CALL 

SIM CITY 3000 CALL 

SMALL SOLDIERS.CALL 

SOVIET STRIKE 17.49 

SPICE WORLD.17.99 

STREET FIGHTER COLLEC¬ 
TORS.32.99 

TEKKEN2.17.99 

TEKKEN 3. 38.99 

TEST DRIVE 5 31.99 

TETRIS. 26.99 

THEME HOSPITAL 32.99 

THE UNHOLY WAR CALL 

TOCA TOURING CARS.17.99 

TOMB RAIDER 17.99 

TOMB RAIDER 2 29.99 

TOMB RAIDER 3 36.99 

US ARMY RANGERS.CALL 

VICTORY BOXING 2.31.99 

VIVA SOCCER.31.99 

WARHAMMER 2 DARK OMEN 

.29.99 

WCW NITRO.31.99 

WIPEOUT 2097.17.99 

WORLD CUP 98.32.99 


ACTION REPLAY.39.99 

COLOURED CONTROL PAD .9.99 
DUAL SHOCK PAD (SONY) .21.99 

ERAZER LIGHT GUN.24.99 

GAMEKILLER.21.99 

JOYPAD EXT. CABLE.4.99 

LINK CABLE.5.99 

MEMORY CARD15 BLOCK....8.99 
MEMORY CARD DATEL 120 SLOT 

.16.99 

MEM CARD DATEL 360 SLOT 

.26.99 

I- 


MEMORY CARD DATEL 720 SLOT 

.33.99 

MULTI TAP.28.99 

PREDATOR LIGHT GUN.18.99 

PREDATOR LIGHT GUN 2...26.99 
PS DOMINATOR JOYSTICK 

.25.99 

PLAYSTATION MOUSE (SONY) 
.24.99 


RF UNIT.12.99 

SCART CABLE.7.99 


STEREO SCART CABLE.9.99 


Station EKChange 

If you are unhappy with your 
purchase for any reason, then 
return the product in perfect 
condition within 48 hours of 
receipt by recorded deliuery 
and subject to a fee (10% or 
£5 minimum), we will swap it 
for another item (that we 
stock), (lie reserve the right 
to refuse products if the 
products are not received 
back in perfect condition. (This 
does not affect your statutory 
rights). 


Orders by cheque please leave 
8 days to clear. Please send 
cash byregistered post for 
your own protection. No cash 
on deliuery. (lie do not debit 
your credit card until your 
order is despached. 
lUe stock games for Nintendo, 
Sega Saturn, PlayStation and 
PC CD Rom. 


Cut out this order form and post 

Gdni.QS ^ Games Station 
jt3tl0n The UJilloms, High Street, 
lliickford, Essett SSI 2 OKK 

Name.Have you ordered before? Ves/No 

Rddress. 




..Signature . Oellucry costs: 

Next day Mainland Irani £4.00 

.Fa«:. P&P 

Ouerseas Europe: 

C2.00 per item. ROIll £3.00 per Item Total 

ISH 1^^ CHEQUE 1^^ poD cn 

•I I I I I I I I I I I I.' 

n ISSUE NO: ^ 

I _I I_I_I Suiitch only Prices ct 


lUHV NOT 
UlSIT OUR 
SHOP IN 
UJICKFORD? 


Games Stat on 


FREE UK POSTAGE 

please send cheques/PO*s 

payable to 

The Games Station 

The tiiilloms 

High Street 

Uiickford 

Essen SSt2 0»H 


extreme PlayStation • September 199B B5 






















































































































































:^iNCLUD€S TWO JOYPADS 
I AND A MEMORY CARD. 


I WH€N YOU BUY ANY SIXJ^AA flA 
RSX GAMCS IN STOCK.B 09 aSf 9 

WH€N YOU BUY ANY T€Nf <S^ 
PSX GAMGS IN STOCK 
INCCUOIIMG GUARANTGeO IM€ 5 ^ 


[fe(5 RlWitHENhTiHiElBlBQ^Y^fFATii@ 
Mil |l|l 11 I i^ffTi ijllMI II iilil 


fSTABLISHEtk 
OVER 5 YEARS 

OVER lOiDOO 
TITLES 
IN STOCK!! 
□PEN BANK 
HDLIDAYSf! 


iXCKANSi^ 

suiptisa 


METAL 


GEAR 

SOLID 


mONY 11-79 


GET AUL. Tv\^, 
/ftA^OR RELEAs^^ 
THEIR RELEASt\ 
DATES. 

SET YOUR DOFYTHf 
NEXT DAY 
®UARANTEE0!// 

^'^SBUE 


JJiSjNj0V^e«6NT6^A3ieR^ 
OcGhI 'NG =»!'Ol ji^ GAWfeSnl 


^M'W^SCHQOLS 


NOW FOR FULL 



Ml* 



r<fii I 










m 

s 

EB jj; 




"^1 

■ 














































































































































































VIRTUAL STADIUM 96 ^S OO f 

VMX RACING ^ ^ 

VR BASEBALL 97 

VR GOLF '97 

VR SOCCER '96 

WAR GODS 

WARCRAFT 2 

WARHAMMER 

WARHAWK 

WCW VS THE WORLD 

WILD ARMS 

WILLIAMS GREATEST HITS 
WING COMMANDER 3 10.00 

WING COMMANDER IV 
WING OVER 

WIREOUT 12.00 

WIPEOUT 2097/XL 22.00 

WORLD CUP GOLF 
WORMS 

WRESTLEMANIA 

WWF IN YOUR HOUSE 

X'COM ENEMY UNKNOWN 

X-MEN CHILDREN OF THE ATOM 

X-MEN VS. STREFTFIGimR EX EDITION 30.00 

X2 

XEVt0US30/G+ 18.00 

ZERO DIVIDE 2 35.00 


SCWARipNDjHi'N^ .int, 

lo'st'w^o'jurassicIavkzjs SlS.OOg^S.OI 
MACRC^MGITAl MISSION VF*X^28.00* * 

MADDEN 98' — 28.00 

/MAGIC CARPET 8.00 12.00 12.0( 

MAGIC THE GATHERING 22.00 ^ 

fk MARVEL SUPER HEROES 28.00 25.00 28.0( 

%MDK 18.00 18.0( 

, kMECHWARRIOR 2 8.00 15.0( 

mEGAMAN X4 ^ 32.0< 

MICKEY'S WILD ADVENTURE 25.00 

MKRO MACHINES V3 15.00 

MmWAYPRISBra-ATARIOXIKTIOMI 25.00 ^ 

MBWAYPSESnTSRROIKGREATESrHnS2 25.00 30.01 

MONSTER TRUCKS 25.00 

I RACER 20.00 22.0i 

!) TOON GP 2 25.00 28.00 22.0i 

22.00 25.00 22.01 

to WINTER OLYMPICS '98 20.00 

R 98 20.00 

LM EXTREME 15.00 12.0i 

:OR SPBD III 25.00 

AN HAAS RACING 20.00 

}ATER8ACKaUB'97 20.00 

i 25.00 25.01 

MARE CREATURES 20.00 20.0< 

ORLD: ABE'S ODDYSEE 20.00 22.0 

lAHLE 20.00 30.0 

lOARD 18.00 

PPA TiH RAPPER 20.00 20.00 20.0 

EMONIjlM 2 18.00 

COLLECTS 35.00 

IR GEW^ 28.00 25.0 

;iTE EVE 38.00 

HUS 15.00 20.00 

3RPO$ 20.00 

^^PERFEa WEAPON 18.00 22.0 

^^A TOUR 98 25.00 

^KhILOSOMA 8.00 20.00 20.0 

^BiTBALI 12.00 10.0 

^BiTFAU 3D 20.00 

^BOP N TWIN DELUXE 22.00 „ 

^BoBSCHE CHALLENGE 25.00 12.00 20:0 

^BoWER MOVE PRO WREHLING 12.00 12.0 

^MY POY 22.00 

WUYOPUYOTWO EXPERT 38.00 

VUniE BOBBLE 2 20.00 

VUnLE BOBBLE 3DX 25.00 

mZZLE FIGHTER 2 TURBO 18.00 22.0 

R-nPES 32.00 

^GE RACER 20.00 12.00 20.0 

Mmn DX 30.00 

^IDENPROlEa 15.00 22.00 20.0 

KaLLY CROSS 20.00 15.0 

NIAMPAGE world TOUR 22.00 

RAPID RACER 18.00 

RAPID RELOAD 15.00 

RASCAL 20.00 

RAY TRACERS 20.00 20.00 

RAYMAN 12.00 10.0 

RAYSTORM 25.00 20.00 

REBOOT 1 5.00 

RECIPROHEAT5000 18.00 

RELOADED 8.00 

I ESIDENTEVIL 15.00 15.0 

ESIDENT EVIL • DfREaORS CUT 22.00 22.0 

ESiDENTEVIL2 28.00 30.0 

ETURNFIRE 15.00 20.0 

EVERTHION 25.00 

EVOLUTION X 12.00 10.0 

fOGE RACER REVOLUTION 10.00 12.00 10.0 

IDGE RACER 8.00 8.00 8.00 

lOT 8.00 

IVEN: THE SEQUEL TO MYST 25.00 25.0 

OADRAGE 15.00 

OADRASH 20.00 15.00 10.0 


ONLY £7.99 EACH!! 

SC'TV'fARL=2N0 SJ'Nb Jnft 

RUSH HOUR ^ te e S22-S2 

SAGA FRONTIER S * W32.00 

SALAMANDER DELUXE PACK ^35.00 
SAMPRAS EXTREME TENNIS 20.00 

SAMURAI SHOWDOWN 3 25.00 25.00 

SANGOKU MUSOU 32.00 

SANKYO FEVER 15.00 

SEA BASS FISHING 12.00 

SEXY PARODIUS 38.00 

SHADOWMASTER 18.00 

SHELLSHOCK 12.00 12.00 

SHOCKWAVE ASSAULT 10.00 

SIM CITY 2000 18.00 22.00 20.00 

SKELETON WARRIORS 15.00 15.00 

SLAM DRAGON 20.00 

SLAM N JAM 96 15.00 10.00 

SLAMSCAPE 12.00 

SMASH COURT TENNIS 18.00 25.00 

SOCCER'97 12.00 

SOULBUDE 15.00 20.00 

SOUL EDGE 20.00 

SOVIET STRIKE 18.00 15.00 18.00 

SPACE GRIFFON 12.00 

.SPACE HULK 12.00 

tSPACE JAM 22.00 25.00 

'SPEED KING 10.00 

SPEED RACER 28.00 

SPEEDSTER 15.00 

SPIDER ^ 10.00 10.00 

SPOT GOES TO HOLfirWOOD 20.00 20.00 

STAR FIGHTER , 12.00 

STAR GLADIATORS 10.00 8.00 10.00 

STAR WARS MASTOIS Of HRAS KASI 20.00 

STARBLADE ALPHA 5.00 12.00 

S^FIGHTER 3000 8.06 

STtEL REIGN 22.00 

STREET FIGHTER ALPHA 10.00 10.00 

STREH FIGHTER ALPHA 2 20.00 20.00 

STREH FIGHTER COLLEQION 32.00 32.00 

STREET FIGHTER EX PLUS ALPHA 30.00 25.00 30.00 

STREET FIGHTER ZERO 10.00 

STREET FIGHTER ZERO 2 20.00 

STREH RACER 15.00 10.00 10.00 

STREETGAMES 97 15.00 

STRIKEPOINT 12.00 20.00 

STRIKER 5.00 8.00 

STRIKERS 1945 30.00 

SUIKODEN 15.00 20.00 

SUPER FOOTBALL CHAMP 8.00 

SUPER nCHNIC CHALLENGE 18.00 

SUPERSONIC RACERS 8.00 

fcSWAGMAN 20.00 

SYNDICATE WARS 15.00 15.00 

PTAIL OF SUN 35.00 

[ TECMO WORLD GOLF 28.00 

LTECMOS DECEPTION 28.00 

PTEKKEN 5.00 12.00 12.00 

TEKKEN2 20.00 15.00 20.00 

TEKKEN 3 35.00 3S.8« 

I TEMPEST X3 15.00 1 

'TEN PIN ALLEY 22.00 j 

TENCHU 38.00 

TEST DRIVE 4 18.00 

t tetris 25.00 

'TCTRISX 20.00 ^ 

THE CROW CITY OF ANGELS 20.00 

THEME PARK 10.00 15.00 18.00 

THEME PARK THE BOARD GAME 22.00 ^ 

THREE LIONS 25.00 

THUNDERHAWKII TOTOO - ^ ^ 

THUNDERSTRIKE 8.00 ' 

TILT 22.00 : 

TIME COMMANDO 12.00 ^ 

TIME CRISIS • NO GUN 25.00 25.00 ^ 

TIME CRISIS - WITH GUNCON 40.00 :i 

TIME CRISIS WITH G-CON 45 40.00 J 

T0BALN01 12.00 15.00 1S.@ 

TOBAL NO. 2 35.00 . 

TOCA TOURING CARS 25.00 

TON SHIN DEN 5.00 

TON SHIN DEN 2 PLUS 25.00 

TOKYO DUNGEON 25.00 

TOKYO INSEa ZOO 15.00 

TOMB RAIDER 15.00 12.00 15.00 

TOMB RAIDER II 20.00 28.00 

TOTAL DRIVIN 15.00 

TOTAL ECLIPSE TURBO 8.00 10.00 

TOTAL NBA 97 15.00 | 

TOUKON RETSUDEN 2 30.00 I 

TRANSPORT TYCOON 25.00 ■ 

^TREASURES OF THE DEEP 25.00 

BRUE PINBALL 8.00 10.00 . . h 

BnNELBI 8.00 V- ! 

Bisno METAL 2 22.00 20.00 

!fnMAUNOOWM&D-1)KSrVGtAMABYSS 20.00 
V TENNIS 20.00 

STENNIS 2 28.00 

PIMLLY 15.00 28.00 

VANDAL HEARTS 15.00 20.00 22.00 

naORY BOXING 20.00 

VIEWPOINT 8.00 

VIRTUAL POOL 28.00 

VIRTUAL PRO WRESTLING 28.00 


- .nT satisfied w ^ 
Jt us know withV 

2 WORKING DAYS 
AND WE WILL GIVE 

YOU A J M .1 , ; • ll.l' 

JHE PRICE YOU 
^^the price you 

^^^BQ|.UTELY 




FULL TIME VACANCIES AVAIUBLE NOW. 
OPPORTUNITIES FOR THE RIGHT PERSON 
TO PROGRESS AND JOIN THE SALES TEAM 
IN A VERY RAPIDLY EXPANDING 
DEPARTMENT. WITH A STARTING 
SALARY UP TO £1 IK PLUS BONUSES 
WITHIN THE FIRST YEAR. 

VIDEO GAMES/K KNOWLEDGE 
ADVANTAGEOUS. 

MINIMUM QUALIFICATIONS: 5 GCSE'S. 

IF YOU HAVE A GOOD nLEPHONE 
MANNER, ARE ABLE TO COMMUNICATE 
WITH THE PUBLIC. WORK WELL 
UNDER PRESSURE AND HAVE THE 
DESIRE TO SUCCEED, 

CALL MARINA.OR DAVLON:- 




f gvCRYTHlKS N 
gfi 

order before 

erBOFM FOR 
6UARANTEED 
NEXT DAY 

delivery from 

_ C3.50. _ 


I'^FIGHieR 


MOBOTKOH X 

ROCK AND ROU RACNG 24»D ASPHALT 
ROCKMAN 8 

ROCKMAN BAnLE & CHASE 
ROCKMAN X 3 
ROCKMAN X4 

ROMANCE Of THE THREE KINGDOMS 
ROSCO MCQUEEN 
RUNABOUT 


DVD ROM 

i^jPIRra DV-50S DVD ROM 
VijlfiUNIVERSALLY CONVERTED) 
^^STEPDOWN FOR DVD 

<E>4Tn ifc^ 

SHELL 

^ fiTODFELUS 
^ JSfeOSSE POINT BLANK 
KfrTii 2 MONKEYS-coinnoB mtm 
HQmARSIUP TRpOPBIS 


""“rules Qr X n 
EXCHANGE: S 
1/2 GA.^H 1 
3/3 EXCHAHi^s' 
□ F DUR SELLING 
PRICES FOR , 
f. complete j 

L UKIDAMABED J 
GAMES, 


Sit i:onsole!< 
P$:essqr^ 1 

^ldLPHI$Sl 1 

I^ECONII!! 

Iko:uniI!I 1. 


.NEW^SEfaf4.12j 
200MMCT 
ADVANCili 
PERFORi^m 
POLYC tfWp 
64 CHX^ 


LTW^Ee^nirDAWN 
r- pOiRE NIGHTS 
LJCONTAa-SPECIAL EDITION 
pr CON AIR 

MONTY PYTH0N.MEANIN6 OF LIFE 

:r> SILENCE OF THE LAMBS 
r= SCREAM 
kO FIRM ELEMENT 


t^AIRONAUTS 


ORDERS PAYABK^ 

TO r. E F-T.. I ^ 

WE r‘G. I’T CHARDEUj 
your card until J 

OeSPATCH. 


□ 171-916 

CZJ rsl - F" F3 I s .1 C3-'7'w=*r>yt E 

FAX YOUR ORDER: 0171 


SWITCH 


FA% BACK SERVICE AVAILABLE ORDER CONFIRMATION & PRICE LISTS 












Cheats 


SELECT a VEHICLE 


tips & cheats 


More cheeky cheats for cheerful wins. Enough talk - let’s tip! 


Pause the game and press 

A, n, A, A, A, 


Maximum weapons: 

Pause the game and press 
. , , ,f,A,A, 
A, f ,K, Ri, Ri, Ri. 
Ri, Li, Li, Li, Li, R2, R2, R2, 
R2, l2, L2, l2, l2 

B-1 and F-15 airstrike (avail¬ 
able only on Level One, 
Bastille Day): 

Pause the game and press 

,f, A, A, 

A, ^, n, n, n, n. 

Mesh Fog Editor: 

Pause the game and press 

, , , ,f.A,A, 

♦ A, A, A 

Translucent Overhead Map: 
Pause the game and press 
. ,f,A,A, 

A, 0, ^, n, m, m, 

0,0 

Hover Mode: 

Pause the game and press 
,f,A,A. 
A, -^,0, ^,n,A,A,A, 
n 


All Missions Available: 
Pause the game and press 
.f, A. A, 

A, -►,0, ^,n,A,A,i, 
f, f 

Hidden Video: 

Pause the game and press 
,f,A,A. 

A, 0, f , K, ^ , X, ^ , 

K. f , K, f , X, i, K. The 
video is played during the 
next mission briefing. 

Debug information: 

Pause the game and press 
,f,A,A, 

A, ^,0, f ,)C, L2, R2 

Overhead Camera: 

Pause the game and press 
,f, A. A, 

A,-^,0, f ,K, f , A, 


Long Camera Views: 

Pause the game and press 
,f, A. A, 

A, 0, ^, n, X, X, X, 
0, X, X, X 

Mission Complete: 

Pause the game and press 
,f,A,A, 

A, -#^,0, f ,X,A, A, 

A, ^ 
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der buttons simultaneously. 
If you get this right, a pic¬ 
ture of a headlight is drawn 
at the bottom of the screen. 


Turbo Circuits: 

Are the normal multi-player 
circuits too slow for the 
boy-racer in you? Try this 
cheat to boost the speed of 
the cars. 

This cheat is only available 
for the multi-player circuits. 
When you activate the 
cheat, it has a global effect 
on every multi-player cir¬ 
cuit. The cheat can be 
undone by following the 
same instructions you use 
to activate it. 

On the Circuit Selection 
screen, press the following 
buttons simultaneously; (-% 
X, A and ■. If you get this 
right, a picture of an engine 
appears at the bottom of 
the screen. 


Upside-Down Cars: 

If you have a fetish for 
headaches this is the cheat 
for you, this allows you to 
race single- or multi-player 
circuits upside-down! 

This cheat works on both 
single and multi-player cir¬ 
cuits. If you activate the 


I Agile Warrior: F-IIIX 


Cheats 


Invulnerability: 

Pause the game and press 
◄.,,,, ,f,A,A, 

A, 0, ^ , X, X. X, X, 
A, 


Maximum Fuel and Shields: 


Circuit Breakers 


Unlock All Single-Player 
Circuits: c 

This cheat allows you 
access to every single-play¬ 
er circuit (all 32 of them) 
without having to qualify. 
Press Start to get the pause 
menu. Highlight Options 
and press X to select. Now 
highlight the Sound option 
and press X to select. 
Highlight FX and press both 
left shoulder buttons simul¬ 
taneously. If you’ve fol¬ 
lowed these instructions 
correctly, every single-play¬ 
er circuit is available when 
you return to the game. 

Access Multi-Player Reverse 
Circuits: 

Unlike the single-player 
mode, the reverse courses 
in multi-player are not 
directly accessible. This 
cheat allows the player to 
play any one of the 16 
multi-player tracks in 
reverse mode, effectively 
doubling the number of 
courses available. 

On the Circuit Selection 
screen, choose the circuit 


you wish to race and press 
Select. As the cars start to 
drive into the tunnel, quick¬ 
ly hold down X and ■. 
While holding them down, 
press either ^ or If 
successful, the cars spin 
around and drive into the 
tunnel backwards. 

This cheat does not stay 
active like the other cheats. 
Each time you wish to race 
a multi-player circuit In 
reverse mode, you must re¬ 
enter this cheat. 

Night-Time Circuits: 

If you’ve tried the regular 
circuits and fancy making 
them a little more challeng¬ 
ing try racing at night. 

This cheat works on both 
single- and multi-player cir¬ 
cuits. If you activate the 
cheat In single-player 
mode, only single-player 
circuits are affected, and if 
you activate the cheat in 
multi-player mode only 
multi-player circuits are 
affected. It remains active 
until the user turns It off- 
this can be done by follow¬ 
ing the same procedure you 
use to activate it. 

On the Circuit Selection 
screen, press all four shoul¬ 


I N20: Nitrous Oxide 


Passwords 


X, 0, 0, 


, A, X, A 

^. 0 . , 


,0, ,A,X.A,X 

A,0, ,X,A,0,A 

0,0, A, A, ,A, 
0,X,A, , ,X,0 
, 0, A, X, X, X 


10 : X, 

n:m, ,A, ,0,A, 

22: 0, X, X, X, A, X, X, 


13: . 

24 * . 

15 : 

16 : 0 , 


, A, 0, 0, X, ( 

,A,0,0,A,0,X 
.,X, ,0,A,A,A 
, A, X, 0, 0,0, 


27:X,0,A, X, 

28: 0, A, 0, 0, A, 


I Crime Killer 


Passwords 


Mission 2: 0, , X, A, , 

X, A, , A, 0 
Mission 3: 0, 0, , X, A, 

0 , 0 , 0 , 0 , 0 

Mission 4: 0, 0, , A, 0, 
0, ,A, ,X 


Mission 5: A, 0, 0, 0, 0, 

0,0,#, ,A 

Mission 6: , A, , A, 0, 

, X, X. X, A 

Mission 7; 0, 0, 0, 0, , 

X, A, 0, 0, 0 

Mission 8: , A, , X, A, 

, X, A, , X 

Mission 9; X, X, A, 0, , 

X, A, ,A, 0 

Mission 10: 0, 0, 0, 0, , 

X, A, 0, 0, 0 

Mission 11: , A, , A, 

0,0, ,A, ,A 
Mission 12: , A, , A, 

, A, 0, , A, 

Mission 13: X, X, X, A, 
0,0,0, ,X,X 
Mission 14: X, X, X, X, A, 
0 , 

Mission 25: X, A, , X, X, 
A,0, ,A, 

Final Movie: X, A, 0, , 

A, ,X,A, ,A 


the car selection arena? 

Well the following cheat 
allows you to race a multi¬ 
player game using these 
cars! The bean cars are very 
bouncy and don’t handle in 
quite the same way as nor¬ 
mal cars. 

When you’ve chosen your 
vehicles and selected a cir¬ 
cuit to race, you can enable 
this cheat. As soon as the 
circuit has loaded and 
countdown has started, 
simultaneously press the Cs 
and ^ buttons. If you get 
this right, your chosen vehi¬ 
cles evaporate and are 
replaced with the bean cars. 


cheat in single-player mode 
only single-player circuits 
will be affected, and vice 
versa. The cheat remains 
active until the user turns It 
off - this can be done by fol¬ 
lowing the same instruc¬ 
tions you use to activate it. 
To activate upside-down 
mode, press the following 
four buttons simultaneous¬ 
ly; L2, R2, \ and X. If you 
get this right, a sweeping 
arrow is drawn at the bot¬ 
tom of the information 
panel. 


Bean Cars: 

Like the cute bean cars in 
















Tips & Cheats is sponsored by Blaze. Send in 
your hottest cheats and win some Blaze goodies. 


tips & cheats 


All Missions Complete: 
Pause the game and press 

A, 1^, It. SELECT, 

It, It, It, SELECT, A, A, A, 
SELECT, X. X, X 

Enable Ground Collision: 
Pause the game and press 
. ,i,A.A, 
A, , X, ", X, X, 

Turn Off HUD: 

Pause the game and press 
◄.,,,, ,f,A,A. 
A, I^.X, R1+R2 

Listen to Audio CD: 

Start the game and open 
the PlayStation. Remove 
the game CD and replace it 
with any audio CD. A 
prompt appears; you can 
pick a track from one to 99. 
Use the shoulder buttons to 
adjust the volume and track 
number. The game pauses 
after the lid is closed, and 
then continues with the 
selected audio track. A fur¬ 
ther prompt appears after 
every mission, and a pic¬ 
ture of the development 
team is offered under 
Credits. 


I Oddworld: Abe’s Oddysee 

Cheats 
Level Select: 

At the first options screen, 
where Abe says ‘hello’, hold 
Ri and press 'f , 

,•, ,A,#, 


View FMV Sequences: 

At the first options screen, 
where Abe says ‘hello’, hold 
Ri and press f , , 

•,A, f 

Green Air Mines: 

During the game, hold Ri 
and press f, 

X. Abe farts green air 
mines. 


Instant Voice Puzzle 
Solution: 

During the game, hold Ri 
and press A, f , X, 

'f, .^.Select any 
sound to solve the voice 
puzzle. 


I G-Police 

Cheats 

Invincibility: 

Hold Li-hR2-H[SQUARE], and 
press ILEFT], during the 
mission briefing. A sound 
confirms correct code entry. 
This is useful to try out new 
ideas if you’re stuck, but on 
completing the mission you 
can’t progress to the next 
while the cheat is enabled. 
All Weapons, Unlimited 
Ammunition: 

Hold L2 -i-Ri-»-[C 1RCLE], and 
press ILEFT], at the 
weapons load screen after 
the mission briefing. A 
sound confirms correct 
code entry. Again, the game 
ends after the mission in 
question. 

Secret Missions: 

Enter PANTALON as a pass¬ 
word. The word ‘Cheat’ is 
displayed in the lower-right 
corner. Enter the training 
menu to access six secret 
missions. 

Fast Civilian Traffic: 

Enter BENIHILL as a pass¬ 
word. 

Enable Sirens: 

Enter WOOWOO as a pass¬ 
word. 

Bonus Camera Angle: 

Enter SUPACAM as a pass¬ 
word. The camera angle 
switches to a close-up of an 
enemy vehicle when 
destroyed. 

Level Passwords: 


Once more, the game ends 

1 Road Rash 3 D 

the game and press Ri, 

at the end of the mission 


, A, Li,A, R2, SELECT 

when using these codes. 

Avoid Head-On Crashes: 




Press X, X to do a wheelie 

Frozen Klaymen: Pause the 

2: 

MADGAV 

just before hitting an on¬ 

game and press L2, •, 

2: 

DOLMAN 

coming car. Instead of 

R2, 4, ,A, 4 

3 - 

SONAGAV 

crashing, your bike uses 


4 - 

ACEDUF 

the car as a ramp. 

Tinted Klaymen: Pause the 

5 - 

jOjOGUN 

Hitch a Ride: Press X, X to 

game and press L2, •, •, 

6; 

WEN 5 K 1 

perform wheelie, then keep 

SELECT, L2. 4, 4 

7: 

SAEGGY 

tapping X until a car 


8: 

MAZMAN 

arrives. Ramp over the car, 

Crazy Klaymen: Pause the 

9- 

DAZMAN 

then hit the brake .If 

game and press 4 , A, 

10: 

DELUCS 

done correctly, your bike 

L2, 4, a, select 

22; 

ANDOOOO 

moves with the car. 


12: 

KIMBCHS 


Fast Klaymen: Pause the 

13: 

ANDYMAC 

No Tickets: Pause and 

game and press , R2, 

14: 

YERMAN 

restart the race as soon as 

•, Ri, 4 , R2 

is: 

OLLIEB 

you’re pulled over to avoid 


16: 

THEYOLK 

getting a ticket. 

Slow Klaymen: Pause the 

17: 

TONYMASH 


game and press Li, A, 

18: 

ANDYCROW 


4,R2,a, select 

19: 

BIONIC 

ISkuUmonkeys 


20: 

TSLATER 


Small Klaymen: Pause the 

21: 

lAlNTHOD 

Cheats 

game and press Ri, , 

22: 

jONRlTZ 


A, Ri, ,A 

23: 

CLAIR EC 

Level Skip: Pause the game 


24: 

STEVEBOT 

and press A, Li, Li, , 

Full Swirly Qs: Pause the 

25: 

ANGUSF 

• A, 4 

game and press Ri, •, 

26: 

EUANLEC 


R2, R2, select 

27: 

EDFIRE 

Extra halo: Pause the game 


25 : 

STUBOMB 

and press R2, #, •, 4 , 

Full Phoenix Hands: Pause 

29: 

THONBOY 

4 

the game and press ,A, 

30: 

jlMMAC 


R2, select,#, a, 

32: 

PUGGER 

Ammunition: Pause the 


32: 

ROSSCO 

game and press 4 , 4 , 

Full Phart Heads: Pause the 

33: 

CAKEBOY 

R2, a, select, select 

game and press Ri, 4 , 

34: 

NIKNAK 


Li, Li, SELECT 

35: 

SAGLORD 

Maximum Lives: Pause the 



I Blasto 



iSf 




■ 




game and press Li, A, 
SELECT, 

Full Super Willies: Pause 


Shoot Heads: Pause the 
game and press 4', 

4 , 4 , , 


View Babes: Complete the 
game after saving all the 
babes. A ‘View Babes’ 
option is available when 
you start a new game. 
Alternative Appearance: 
Quickly press f , 4, 4 , 
X, A, # at the main menu. 




Random Levels: 

Enter DOOMMNL***, 
replacing the asterisks 
with three similar char¬ 
acters. The game 
starts at a random 
level. 


50: IV1!Ti 74XZXV 
52: 5770MX2CDF 
52: YjLWsPPCPM 
53: DKKBLM 58]3 
54:7L3!266DjK 


11: H!!3WDGLDB 
22; 07QPDW26WY 
13: WTXQ9C3W12 
14: RBR4GILDLN 
25: WTXQ9C3W11 
26: 548C7DFWYX 
27: jOC89DZPQS 
2S:]GB9 CToNRT 
29: 9QLTKRo!o2 
20: 78M63QX921 
22: S!6iFHVQjG 
22: 33QHFTT6WY 
23:VBGQP]!Y46 
24: ZYKTLW7V53 
25; oDjSM4HW64 
26;LS5YPTCRKH 
27; ZD]SI\/IVRW64 
28: 1YKTX4QV53 
29: XKF6R8LZ97 
30: D]Xo7Q4HTR 


Doom II: 

31: CoWilQNjQS 
32:VM!3 ViD3DB 
33: W394W2DIVIFC 
54:ZQ58ZKJRKH 
35: Z758ZK]8KH 
36: 5C2V3DQBNL 
37: NCKBLX7V53 
35 : iQ 58 oFCR 1 <H 
39: HTMSKZZ9Z1 
40: WS58ZKCRKH 
41: CSNRG2W820 
42: WT670jBQJG 
43: DQLT]iY!o 2 
44: 2N94VFFMFC 
45: CQLTjoY!o2 
46: WR492GDSGJ 
47 : PFFGXH3777 
48: jWC]V 2 X 479 
49: CJjTM35964 


Keys Available: 

Pause the game and 
press X, A, Li. f , 4 
R2, ◄- 


Cheats 


Full Map: 

Pause the game and 
press A, A, L2, R2, 
L2, R2, Ri, ■ 


Level Select: 

Pause the game and 
press R2, Ri, 

A, Li, •, X,. A menu 
appears in the top half 
of the viewing window. 
Press 4 * and to 
select a level, and con¬ 
firm your entry with 
any symbol button. 


Bonus levels: 

55; BBBBBBB666 
56: 3P67ZNBQjG 
57 :JCGDNFL 555 
58: BXXBXXB778 
59: ]CGDNFL556 


Level Codes 


Map All Items: 

Pause the game and 
press A, A, L2, R2, 
L2, R2, Ri, • 


Ultimate Doom: 
02: CR13WDD3DB 
03: 3JjCMK8W64 
04: 03 LTJoY!o 2 
05: H33!iHFTHK 
06: 04IVISKZX9Z1 
07: YTTLCXXLXV 
08: 09SMBY04YW 
09; 7KKBLD7V53 
10: FIVl42i7GSG] 


Invincibility: 

Pause the game and 
press 4 , L2, ■, Ri, 
Li, 


Transparent Walls: 
Pause the game and 
press Li, R2, L2, Ri, 

A, X, 


Weapons, Ammo, and 
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ips & cheats 


Full Universe Enemas: 

Pause the game and press 
4 -, A,A, SELECT, 
SELECT, SELECT 

Full 1970s Icons: Pause the 
game and press SELF"''^-'^ 

f f . f , ♦ 

Full Status Items: Pai^se the 
game and press Li, / 

Ri, #, f ,SELECtAll 
status items except S^rly 
Qs and 1970s icons ar^now 
full. 

Remove Pause Text: Pause 
the game and press L2, 

#, R2, , A, f 

1970s Bonus Level: Enter 
, Ri, Ri, Li, L2, a, Ri, L2, 
Li, R2, , R2 as a pass¬ 

word. 

Bonus FMVSequence: 
Collect all Swirly Qs and 
complete the game. 

Passwords 

Level 

2: R2, R2, #, 

5; R2, , R2, Ri, , K, Ri, 


K, K Ri, A 

4: •, A, , A, •, Ri, Ri, 
Li, n, Ri, _ 

5:Li,Li^, ^. ,^V .U’ 
" rRi:L2, , , 


spending FMV sequence. 
Sequence 

1: .ibL K A, , K K K 
Li,^ 



Li, L2, Ri, L2 
12: Li, L2, #, Ll, 

L2, L2, Ri, , L2 
13: m, , K R2, #. Ri. L2, 
Ll, R2, , A 

14: , Ll, Ll, Ri, R2, a, Ri, 
L2, Ll, R2, , R2 

15: R2, X, L2, a, a, L2, Ri, 
R2, Ll, R2, L2 
16: L2, R2, R2, a, a, L2, 

Ri, R2, Ll, R2, Ll 
17: X, A, Ri, Ll, R2, Ll, R2, 
L2, Ll, R2, a, X 
End: X, A, X, X, Ri, , #, 
X, Ll, X 

View FMV sequences: Enter 
one of the following pass¬ 
words to view the corre- 


Enter these cheats as your 
name. You can then enter a 
name of your choice before 
continuing. 

60 Frames /Sec: 
SILKYSMOOTH 
All Night: 

NIGHTRIDER 
Chrome Car: 

TINFOILED 
Double Power: 
MOREOOMPH 
Forklift Mode: 

FORKLIFT (rear wheel steer¬ 
ing) 

High-voiced co-driver: 


HELIUMNICK 
Hover Car: 

HOVERCRAFT 

MicroMachines: 

DIDDYCARS 
Mirror Tracks: 

^HITEBUNNY 
dal cars: 

BUTTON BASH (X&#to 
■rate) 

Raigin fog: 

P^OUPER 
Wauce Gravity: 

MOONWALK 

Replay in transition mode: 
DIRECTORCUT 
Reverse Tracks: 

SKCART 

Steer with all four wheels: 

TROLLEY 

Turbo Boost: 

KITCAR (SELECT to activate) 


I Azure Dreams 

Tips 

Call Your Mother: 

Before leaving for the 
Tower, tell your mother 
you’re going. She gives you 
a Pita Fruit. 


Monster Hunting Tips: 

Throw one of your magic 
items at a monster, and the 
effects it would’ve had on 
you hamppen to the foe. 

For example, if you throw 
an Olean (the blue fruit) at 
a monster it vanishes. 

Cherrl: 

Go to Nico’s house and talk 
to her father. Nico enters. 
She talks to you about how 
the town isn’t cultured 
enough and about her 
donations to the hospital 
and temple. Go to the hos¬ 
pital and talk to the doctor. 
Say the place isn’t that 
bad. Leave. Go to the tower. 
Come back by using the 
Wind Crystal. Sell off any 
unwanted possesions, 
because you need 4000 
gold. Return to the hospital 
and the doctor asks if you 
are there to donate for a 
new hospital. Say you are. 
Give him the money. Go to 
the tower again. Return 
with the Wind Crystal. 
Re-Visit the hospital again 
and talk to the doctor. He 
thanks you. Go to the to the 



IWWF Warzone 

Alternate Costumes: 

To use the wrestlers’ alter¬ 
nate outfits, hold down L2 
while choosing your 
wrestler. 

GoldusPs Outfits: 

For Goldust’s other outfits, 
set the difficulty to Medium 
or Hard and win the WWF 
title in Challenge mode with 
him. 

Extra Cold Outfits: 

To get the Extra Cold fea¬ 
ture, beat the game with 
Stone Cold Steve Austin. 
This gives access to two 
additional outfits. To pick 
them, hold the appropiate 
shoulder button while 


choosing him. 

Ll: Regular Outfit (Black 
tights) 

L2: Alternate Outfit (Tights 
and 3:16 vest) 

Ri: Extra Outfit 1 Qeans and 
3:16 vest) 

R2: Extra Outfit 2 Qeans 
and 3:16 shirt) 

Beans Mode: 

Win the World Title with 
Mosh on Medium difficulty. 

Big Heads: 

Beat the Challenge mode 
with the British Bulldog. 

Bonus l/l/resf/ers: 

To play as Dude Love and 
Cactus jack, win the title 
with Mankind. To play as 
Sue the ring girl, win the 


World Title with Bret Hart or 
Owen. Hart on Medium 
Difficulty. 

Cheat Menu: 

When the elevator is going 
up, press Ll, then press Ri to 
descend into the basement. 
Cheat codes appear here 
once you’ve unlocked them. 

Ego Mode: 

For Ego Mode, win the 
World Title with Ahmed 
Johnson on Medium diffi¬ 
culty. On Ego mode, your 
head gets bigger and big¬ 
ger as you cause more 
damage to your opponent. 

Female l/l/resf/ers: 

To create a female wrestler, 
complete Challenge Mode 


with Triple H or Shawn 
Michaels. 

. No Meters: 

To turn off all meters, beat 
the Challenge mode with 
the Undertaker. 

No Wimps Mode: 

To get the No Wimps Mode, 
which turns off all blocking, 
win the title with Ken 
Shamrock on Medium or 
Hard modes. 

Outside Interference: 

To call for a certain wrestler 
to run in during a match, 
hold all four top buttons 
(L1+L2+R1+R2) with a direc¬ 
tion and a symbol a button. 
This can only be achieved 
in a one-on-one Vs match, 


and you always lose by dis¬ 
qualification. The combina¬ 
tions, together with all four 
shoulder buttons, are: 
Up-i-Kick: Steve Austin 
Up-f-Punch: Faarooq 
Up-i-Tie-Up: Mankind 
Up-i-Block: Ahmed Johnson 
Down-t-Kick: Ken Shamrock 
Down-i-Punch: Kane 
Down-i-TieUp: Thrasher 
Down+Block: Mosh 
Left-»-Kick: The British 
Bulldog 

Left+Punch: Shawn 
Michaels 

Left-i-TieUp: Bret Hart 
Left-nBlock: Owen Hart 
Right+Kick: The Rock 
Right-i-Punch: Goldust 
Right-i-TieUp: Triple H 
Right-i-Block: The 
Undertaker 
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tips clinic 


9^tower. Upon your return, 
in the house just north of 
the hospital, you see a 
blond girl (Cherrl) looking 
out the window. Talk to her. 
You frighten her (you 
brute) and she drops her 
doll. Pick it up and give it 
to her... 

Mio Myria: 

To seduce this girl, keep 
talking to the old man who 
collects books, in the east 
side of town. His collection 
of books soon out-grows 
his house. He asks you to 
build him a library. Do so. 
Visit it every now and again 
to see Mia Myria. 


Vivian: 

Talk to Madame from the 
bar, frequently. She goes 
on about her adventurer 
with the blue cape. Make 
your way up to the tower 
to the 25th floor. There you 
should be able to find a 
blue cape. Take this back 
to her. She crys and closes 
the bar. Talk her into 
reopening it - next time you 
go in there, Vivians danc¬ 
ing on the small stage. 


I Ayrton Senna Kart Duel 2 


Hidden Karts 


Need help defeating that end-of-level baddie? Looking for a cheat to get you through your fave game? Drop us a line and 
we’ll see what we can do. Occasionally we can’t help - that’s where The Critical List comes in. Here we print tips requests 
in the hope you, the reader, can help the striken patient. 

If you’ve a request or can help with a fellow reader’s problem, drop us a line at 

DIAGNOSED AND CURED 


I 

HOSPITAL 


THEME 


PGA TOUR’96 FIFA 


’98. 

FIFA’98 


nmn 


n m A A mn 

AMU A A 

m A mnn A 

AM HA ■ 

MAM nmn 

m A A . nm A 
n AM A mn 

Amn A n Am 

mn Amn ■ 

A ‘ m Am n 

mnnm m a 


KULA WORLD 


I 

DEATHTRAP DUNGEON 


A A ■ 


TOMB RAIDER 


GRAN TURISMO 
RE-LOADED 


n 

An A 

n n n 

GRAN TURISMO 


Enter SENNA 1 as your 
name. You enter an Extra 
Classic track. To get an 
extra kart, you must win 
here. Use this extra car to 
win two rounds continu¬ 
ously in Championship 
Mode to get the second 
kart. 


I One 

Cheats 

All Weapons: 

Enter the password ‘MAX- 
POWER’. 

Debug Mode: 

Enter the password ‘HEY- 
BUDDY’ for a new menu 
allowing you to select any 
stage, any area, turn invin¬ 
cibility on or off, and 
enable all weapons. 

Level Select: 

Enter the password 
‘HEVYFEET’. 

Level Passwords 

2; DIYGIXRA 

3: KCSVjTjB 

4: RWLKLPBC 

5: YQFZMLTC 

6: FLZNOHLD 



RE-LOADED 


THE CRITICAL LIST 


Again, if you can heip 
any of these suffering 
souis, write to The Tips 
Ciinic at the address 
offered at the top of the 
page. 

Justin Blake wants cheats for 
and 

Anyone got ‘em? 

Greg Harwood of Newport 
Pagnel asks for 

cheats or tips. 
No can do, but can anyone 
else help? 

IP Freely of Bristol wants 
cheats for 
Dunno why... 

NV Bright is a big retro gam¬ 
ing fan. He’s looking for 
cheats (not tips or Action 
Replay codes) for any game 
on a retro compilation. 

Finally, can anyone help 
Andrew McGuiness of Cardiff, 
who’s looking for cheats for 
. All help would be 
appreciated... 
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nient, and we certainly intend to offer more 
Power Tips Cards in future issues. 


EPM SAYS... 

Another month, another letters page. There are hundreds of games on the PlayStation; you’d 
be forgiven for thinking every conceivable game style and genre had been covered. But has 
it? Is there a type of game you’d desperately like to see on the PSX which no one has pro¬ 
grammed yet? Perhaps a field hockey sports sim, or a business management game. It’s once 
in a very blue moon someone writes a game which invents a new genre, unable to be placed 
in any previously-accepted category, but there are plenty of angles on existing game styles 
which haven’t been addressed. What would YOU like to see? 

Write and tell us what you think of our new look too, but don’t list all the games in your col¬ 
lection and ask ‘what should I buy next?’ That’s what the whole magazine’s about - read the 
reviews and make an informed choice. 


EXCLUSIVELY WRONG? 


Is there anything some magazines won’t do to 
get an exclusive? Some of them would crawl over 
broken glass with their flies undone just to get a 
first review, regardless of what it does to the 
magazine. Have you noticed how many exclusive 
‘reviews’ are cobbled together from half-finished 
demo versions of the game, later coverage identi¬ 
fying all sorts of problems the ‘exclusive’ one 
missed, presumably because the writers thought 
they’d be corrected. 

Also, the magazine which has the exclusive tends 
to mark the game higher than everyone else. 
Why? Is this some sort of dodgy deal between 
the software house and the mag, or are journal¬ 
ists just inclined to be more generous when 
they’ve been given an exclusive? 

Brian Thimes, Dundee 

EPM: Some, but not all, magazines prostitute 
themselves by promising high marks or by 
reviewing games that are nowhere near finished 
in order to get an exclusive. One notorious exam¬ 
ple saw a magazine bundled with a free tips 
magazine, a free demo CD offer and a free poster, 
all for the same game, which was rated at 90% in 
the main mag. Several months later, the other 
magazines reviewed it, giving universally low 
marks. By now, though, the damage was done - 
the game hit the shelves with a sticker highlight¬ 
ing the 90% review, and shops stocked far too 
many of them because of it. This sort of thing 
does the magazine no favours in the long run - 
who wants to buy a mag which so obviously sells 
its impartiality? You’re right too when you say 
too many magazines review games far too early, 
from import discs or preview code. 

Rest assured, when we get exclusives it isn’t 
because we’ve sold out and compromised our 
integrity. This month’s Fifth Element review Is 
based on fully revlewable code, and our MK4 
piece is the first-ever review of the UK version of 
the game. Like us, most mags have reviewed the 
American NTSC game, but unlike our Issue Eight 
Import Review, they didn’t tell you they were 
covering an import disc. 


PLAY YOUR CARDS RIGHT? 


I bought Issue Eight of extreme PlayStation 
because it contained free tips cards and I need a 
tip for WipEout 2097. When I got it home it did 
not contain the card I needed, but had two 
MotorHead tips cards instead. As I had just spent 
my £3 pocket money on your magazine, I was 
very disappointed. Could you PLEASE send me 
the missing card? 

Alex Talmage 

EPM; We’d love to, but you didn’t include your 
address. Write in again, this time enclosing the 
duplicate card and your full postal address. 


TOP GEAR (BOLT) 


Could you please give me a full review or at least 
some information on Elemental Gearbolt? 

Steven Christie, Fife, Scotland 

EPM: It scored a blistering 94% in Issue Six’s 
light gun round-up, but demands a GunCon-com- 
patlble light gun. 


MARVELLOUS MAG 


I bought a PlayStation in May and tried a few 
mags, only to find none were to my liking. I was 
about to give up when I spotted EPM Issue 
Seven. It was different from all the others. It was 
interesting! Great mag, accurate reviews, decent 
price. 

EPM: Cheers. We’re written by gamers, for 
gamers and don’t offer bland reviews or scrappy 
writing like lesser mags. 

Could you answer a few questions: 

1. What is Final Fantasy Tactics and will it be 
released over here? 

EPM: It’s an RPG/wargame hybrid with the 
emphasis on fighting rather than exploration. 
The combat is similar to that of FFVII, but you 
move your troops over a much larger battlefield 
rather than just standing toe to toe with the 
enemy. There are no plans to release it over here 
as yet, but this could change. 

2. Do you reckon I should get a Datel Action 
Replay? Is it true that if you buy unofficial prod¬ 
ucts you invalidate your PSX warranty? 

EPM: Buy an Action Replay or the more versatile 
Blaze Xplorer if you want to cheat. Regarding 
unofficial products, as long as you don’t open 
your PlayStation’s case, you’re OK. Sony have no 
way of knowing whether you used an unap¬ 
proved product or not. 

3. Is it true Grand Theft Auto was banned? 
Stephen Morrow, Jamestown, Dunbartonshire 

EPM: No, but it has an ‘18’ certificate. 


ON THE CARDS 


Loved the cards you gave away last issue. It’s 
great to be able to keep the tips in your disc box 
along with the game - no more hunting through 
endless back issues to find a cheat you saw three 
months ago but didn’t write down. I hope you’ll 
give away more in the future. 

Darren Barnes, Barnsley 

EPM: Glad you liked ‘em. They’re really conve¬ 


PLATINUM PRICES 


I love Sony’s Platinum range - top titles at knock¬ 
down prices. Sony are wise to only allow top-sell¬ 
ing games to appear - the Platinum label thus 
offers a guarantee of quality as well as a top 
price, but why don’t software companies launch 
their own budget labels and re-market games 
that didn’t do quite as well? It happened in the 
days of the Spectrum and the Amiga. They’d 
make money, and we’d get games at a knock¬ 
down price. 

The Chelsea Bargain Hunter 

EPM: Neat pseudonym. Unfortunately, it’s not 
really possible for software companies to 
release their own budget titles. Sony charge a 
set fee for each game CD they make (and only 
Sony can make PlayStation CDs). This fee is 
reduced for Platinum releases, but not for cut- 
price games outside the Platinum label. This 
didn’t apply in the days of the home computers, 
and would make a PSX budget label like Ocean’s 
Hit Squad and US Gold’s Kixx (remember them?) 
unprofitable. 

The best way to get older games at budget 
prices Is to shop around. Most games depreciate 
In price after they’ve been out a few months, and 
games over a year old often go for not much 
more than Platinum prices. Also, try your local 
second hand games dealer for some great bar¬ 
gains and exchange deals. 


BECKHAM BLAST 


Is David Beckham in the forthcoming ISS Pro ‘98? 
If so, will it be GunCon compatible? 

Gary Shaw, Birmingham 

EPM: ISS Pro ‘98 uses slightly corrupted ver¬ 
sions of the player’s names (Konami invested 
their money in the game, not a licence), but it 
has an Edit Names option so you can restore 
their true monikers. Alternatively, as Russell 
pointed out In his review, you can call him 
‘Tosser’. 


PLAY THE GAME 


I’m sick to death of people slagging off the 
graphics in RPGs. Sure, heavy duty renders 
would be a massive aesthetic improvement, but 
they would also demand huge amounts of disc 
space. This is workable in platformers like Abe’s 
Oddysee or sports sims with motion-captured 
players because platformers can use the same 
graphical backgrounds over and again, construct¬ 
ing each new level jigsaw-style from illustrations 
held on the disc, and sports sims (however many 
rings/courts/pitches they offer) never need to 
read backgrounds off the CD during play. 
However, for RPGs this just isn’t true. Use ren¬ 
ders, motion captures and polygons and you get 
a very small or oft-repeated game environment, 
not the huge and atmospheric worlds the genre 
demands. 

The heart of an RPG is in the gameplay, not the 
graphics. While there’s never any excuse for 
shoddy visuals, I hope games like Breath of Fire 
3 and Alundra will continue to opt for content 
over cosmetics. 

Zorthan Hellspawn, The Ancient Castle, Stygia 
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EPM: Cool pseudonym. You are, of course, quite 
right - storyline and atmosphere are much more 
important for an RPG than instant-satisfaction 
visuals. Something else that cheeses us off is 
when a ‘reviewer*, clearly with no imagination 
and no experience of RPGs, criticises a treasure 
find after a wandering monster encounter. ‘I 
fought a Giant Slug’, he says, ‘and after it died 1 
got a gold statue. 1 wonder which pocket the 
Slug kept it in?* Donkeys - the Slug attacked you 
‘cos you chanced on its lair or feeding grounds. 
The last person to do that might have been a 
merchant on his way to the market; after killing 
the massive mollusc, you find the trader*s 
bleached bones and torn backpack with the stat¬ 
ue still inside. 

If the game offered each find in these terms, 
you’d get sick to death of reading it after every 
battle, but it doesn’t take much working out if 
you’ve got a brain. 


GLOBAL GRIEF 


same size as a CD, eh? The games covered are 
listed in very small letters - how did you notice 
Resident Evil 2 was there without spotting the 
references to cards? Nowhere, but NOWHERE, 
does the cover refer to a demo CD. 

We can’t be blamed if you miss the obvious, 
Victor. Besides, Resident Evil 2 is ‘18* rated - 
you’re too young to buy it, even if you do save 
up. 


BLANK PLANK 


Last week I was playing on my PlayStation when I 
noticed something shining in the case of Tekken 
2. As I looked closer I realised it was a demo CD 
underneath the black tray that holds the Tekken 
2 CD. It was a demo of light gun shoot-’em-up 
Point Blank. Does every copy have the demo or is 
it just mine? 

Finally, when will Final Fantasy VIII be released 
and will Final Fantasy VII go Platinum? 

Tim Scott, Norwich, Norfolk 


n’t have advanced any further than the Atari VCS 
2600 console (which, incidentally, was around 
before you were born). 

The reason people keep cranking out more and 
more peripherals is because people keep buying 
them. Why else would anyone produce some¬ 
thing as useless and gimmicky as The Glove? It’s 
seems worth pointing out to you that just 
because a product is released, it doesn’t mean 
you have to buy it. Sony’s mouse, for example, is 
a cool piece of kit but over-priced and only use¬ 
ful with certain types of games (eg. Command & 
Conquer and Discworld). Do you play these, or 
did you just buy the mouse because it was 
there? 

You’ve an impressive PlayStation set-up, David, 
but next time you go out to buy something, ask 
yourself If It’s really needed or are you just buy¬ 
ing for the sake of It. 


BBFC BORE 



PRESENTED FREE WITH 


EPM: Chances are you won’t be read¬ 
ing this, then. Your dad was right - 
you should’ve read the cover more 
carefully, or indeed at all. Slap- 
bang in the middle of the Power 
Tips card box (pictured here) It 
says, ‘10 CARDS’. Above that is 
the line, ‘THE HOTTEST TIPS 
AND CHEATS’, and text on the 
left side of the packet explains 
the cards are designed to fit 
inside a CD box along with your ; 
game - no wonder they’re the ^ 

k 

i 


I am saving up to buy Resident Evil 2 .1 was very 
pleased when I saw that there was a free demo 
on your PlayStation book copy 8 (I think he 
means extreme PlayStation, Issue Eight - Ed). So 
I spent some of my savings on the book. When I 
got home I found that even though it was in a 
box that looked like a demo disc, it held only 
cards. My dad said I should have read the cover 
more carefully, but it is made to look like a CD so 
it was a con. 

My dad says I should moan at you not him, so I 
am, and I’m not going to buy your books again. 
Victor Bennett, age 9 years 10 months. 


m 


T 




I think yours is the most stupid magazine in the 
world. If I travelled to all four corners of the 
globe. I’d never find one worse. 

Andrew McCann, Durham 


EPM: How can a globe have four corners? 


EPM: It will take more than a year or two for 
the PlayStation to disappear. I know it can 
be annoying when your console is super¬ 
seded by a newer one, but remember the PSX 
replaced the Mega Drive and the SNES (though 
even now games are still being produced for 
these machines) - if no new consoles were 
ever released, technology and gaming would- 
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I own a Sega Saturn and a PlayStation, and the 
PSX is much better than the Sega Saturn. I own 
28 games and have completed them all. I own a 
PSX light gun, a steering wheel with a gearstick 
and pedals, a Sony mouse, joystick, joypad 
and Dual Shock Analogue Pad but it seems 
every day they bring out something new, like 
the new PSX Glove and all the new con¬ 
trollers. The next time a new console takes the 
nation by storm we’ll have all this equipment 
and no games to play them on. 

It stinks. I have used the money I have got over 
the years to play for it all. I have spent over 
£1000 on the PlayStation and I am only 13 
years old, and It will go out of fashion in a 
year or two. 

David Radford, Exeter, Devon 


TH€ HOTTeST TIPS & CHEATS 


THE BIGGEST PSX GAMES 


DISC-USTED OF ESSEX 


EPM: No Tim, Sony put the demo in your copy of 
Tekken 2 alone, just for you... 

Seriously, several new games are being bundled 
with a demo CD - ISS Pro ‘98, for example, offers 
a two-level Metal Gear Solid opus. These are 
often only offered in limited quantities, however. 
Only the first shipment of ISS Pro ‘98 hold the 
demo. 

Finally, FFVIII is due some time next year, but 
there are no plans to release FFVII on Platinum - 
yet! 


You want to know what I think about the BBFC? I 
think they’re a load of... 

Mick Milestone, Great Yarmouth, Norfolk 

We’ll pass on that one, thanks. The BBFC debate 
has run its course, and is now closed. Instead, 
let’s talk about something else. Are PlayStation 
games getting too samey? Do annual upgrades 
of sports sims represent good value for money? 
Which game genres are under-represented and 
what sort of games would you like to see to fill 
the gap? What game would Bill Clinton have 
been playing If he wasn’t busy playing with 
Monica Lewinsky? Let’s talk about anything 
except the BBF-bloody-C. 


Each valume ol 
exfreme PlnrStiUon's 
exclashrePawarTIps 
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through magazines 
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Top PlayStation 
peripherals and a 
great competi¬ 
tion. What more 
could you ask for? 


X-LIMK 

BY: BLAZE PRICE ; £9.99 

Regular readers know how highly we 
regard the Xplorer cheat cartridge, 
which can use Game Shark/Action 
replay codes as well as its own and 
allows you to add to your code collec¬ 
tion without typing them In using memo¬ 
ry card devices which are currently in 
development. Blaze have just released 
the long-promised X-Link cable, allowing 
you to link your Xplorer to a PC and 
download cheats off the Internet as well 
as grab PSX screens, dissemble code 
and even use your 
hard drive as a 
massive 
memory 
card. 
Comes 
with the 
necessary PC 
software. 

VERDICT ; 8.5 OUT OF 10 

If you have a PC and an Xplorer and 
do a lot of cheating or techie tinker¬ 
ing, you’d be barmy to miss this 
one. It adds so much functionality 
it’s untrue. If you’ve no PC, speak to 
the owner of your local cybercafe - 
he might let you bring in your PSX 
and download cheats. 





COIXITROLLER 

EXTEIXISIOIM LEAD 


BY: JOYTECH EUROPE 
PRICE ; £6.99 


No point rating this one - you need it or 
you don’t. With so many peripherals 
such as pads, steering wheels and light 
guns plugging into the controller port, 
you might find their leads aren’t long 
enough for what you want. This is where 
the Controller Extension Lead comes In. 
It simply plugs into your PSX and 

peripheral, extend¬ 
ing the length 
of its cable 
by two 
metres. 



V 



BY: BLAZE PRICE ; £2S>99 


As reported last issue, the classiest-looking light gun on the 
market has had an upgrade. It still features GunCon compatibil¬ 
ity, auto reload and recoil, of course. 


VERDICT ; 9.5 OUT OF 10 


The best just got better. With a refined lens and a faster chip, the 
Scorpion is now even more accurate. Works with GunCon and non-GunCon 
games, a pre-requisite for any decent pistol these days. 


SCORPIO 

LIGHT GUIXI 


REAL ARCADE LIGHT GUIM ICAIVIOUFLAGEl 


BY: jOYTECH EUROPE PRICE ; £ 39-99 



This one’s basically the same as the Real 
Arcade Light Gun featured in Issue Eight, 
though for some reason the catalogue 
says it’s five pounds cheaper than the 
silver version’s £44.99. We expect this Is 
a mistake. The gun features force feed¬ 
back via a separate power supply, pedals 
for games like Time Crisis and GunCon 
compatibility. 


VERDICT: 8 OUT OF lo 


It’s the king of light guns, but so expensive. Don’t get us wrong - it’s 
worth every penny, but you need to play a lot of light gun games to justi¬ 
fy the asking price. Think carefully, but If you’re after a real arcade experi¬ 
ence, it’s your only option. 


BYAaLABS ^CT.LABS R5 



VERDICT; 8 OUT OF lo 


This is one wheel which doesn’t feel plastic and arti¬ 
ficial - credit due. It clamps to a tabletop well, and feels 
comfortable to use, though the pedals are a little awkward at first. There’s no force feedback 
on this model. We’ve no details on the price yet, but It’s likely to be expensive. 


PRICE; £TBA 


This versatile steering wheel with pedals can be used on a PlayStation, N64, 
PC or Saturn but only by plugging in a machine-dedicated 
‘engine’ cartridge. The wheel comes with an engine of 
your choice, and others can be bought separately if 
you’ve more than one system. 

The buttons are programmable and the wheel offers 
analogue and digital modes and it has Formula i-style 
behind-the-wheel gear shifters. There’s a great simu¬ 
lated leather wheel grip too. 


DUO SHOCK PEici: £19.99 



Another dual force feedback controller for the PlayStation, with 
twin analogue sticks. Its see-through body is quite stylish, and 
it feels comfortable in the hands - it’s very similar to Sony’s 
own Dual Shock controller, and now the big ‘S’ have put the 
prices down (see the news section), exactly the same price. 


VERDICT ; 7 OUT OF 10 


It works very well and feels just right. Its only major 
drawback is that the shoulder buttons tend to stick if 
you press them too hard. Other than that, it’s great. 
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SUBSCRIPTIONS 


SUBSCRIBE TO EXTREME 


PLAYSTATION AND GET: 

THE UK’S MOST IN-DEPTH 
PLAYSTATION MAGAZINE 

FREE GIFTS WITH 

EVERY ISSUE 

A 33% DISCOUNT 



AND NOW 


3 FREE BACK ISSUES 
OF YOUR CHOICE! 

(Offer subject to availability) 

That’s right folks, 3 back 
issues worth a whopping 
£11.85 on top of the £12.35 
that you normally save when 
you subscribe to EPM. 

But hurry, this one-off spe¬ 
cial offer only applies while 
stocks last! 



Resident 
Evil 2 , 


Reviewed: Dead or Alive, 
Spice World, Forsaken. Mr 
Domino, Breath of Fire III, 
Heart of Darkness. 

FREE: Heart of Darkness 


Reviewed: Gran Turismo, 
Vigilante 8, Point Blank. 
Three Lions. Dead Ball Zone 
World Cup games round-up 
feature. 


Reviewed - Colin McRae 
Rally. WarGames. Blast 
Radius. Tombi, Road Rash 
3D, Blasto. Batman & Robin. 
FREE: 10 Power Tips Cards. 


Address 


Postcode. 

Tel . 

Please send a cheque or postal order made payable to: 

Quay Magazine Publishing Ltd 

22 Strand Street • Poole • Dorset BH15 iSB 


Reviewed: MotorHead, 
Tekken 3 (import). Rascal. 
Alundra. Premier Manager 
'98, Spawn. 

Full solution: Resident Evil 2 


RESIDENT 


THE FIFTH 
ELEMENT 


EVIL 2 


Lucky Luke 


Reviev ved: Deathtrap 
Dungeon, Resident Evil 2. 
FREE: Player’s Guides to 
Bushido Blade & Masters of 
the Teras Kasi. 


Please send me the following copies of extreme 
PlayStation: 

Issue 1. 

. copies 

£. 

Issue 2 .... 

. copies 

£. 

Issue 4 .... 

. copies 

£. 

Issue 5 .... 

. copies 

£. 

Issue 6 .... 

. copies 

£. 

Issue 7. 

. copies 

£. 

Issue 8 .... 

. copies 

£. 


Total £ 


The price of back issues is £3.95 in the UK 
(EU £4.95; World £6.95) 


Reviewed: Tomb Raider 2, 
Final Fantasy VII, Crash 
Bandicoot 2. 

FREE: Final Fantasy VII 
solution book. 


Reviewed: Coolboarders 2, 
Auto Destruct, Bushido 
Blade, Steel Reign. 
Exclusive first look: 
Aironauts. 
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THE OFFICIAL JORDAIM 


GRAIVD PRIX RACIIMG WHEEL 





Team Jordan steer J^^ch in the right direction.,. 

JY: JOYTECH 

PRICE ; £49.99 


rs, Damon Hill’s Jordan Mugen Honda race cars. It supports Analogue and 

il Digital modes, so works with all games (including Gran Turismo). 

Two separate gear shifting systems are offered, either being available to 
an the player. Formula 1 paddle shifters sit behind the wheel, and a rally-style 

s gearstick is to its right. If you have a favourite gear style, stick to it - you 

cu- don’t have to opt for accuracy. 

The only thing the wheel lacks is force feedback, but joytech aim to launch 
ou a Dual Shock version of the wheel in September, again with the help of the 
Jordan team. 


el, causing you to catch 
y. The pedals are comfort- 
5ive, and the suckers do a 
ling the wheel anchored to 

real drawback with the 
ula 1-styie paddle shifters 
d too far from the wheel 


itself. You get used to this, though, so it’s a 
minor niggle. 

Overall, the Official Jordan Grand Prix 
Racing Wheel is a cool piece of kit at a rea¬ 
sonable price. If you’re looking for a wheel 
this year, steer yourself in its direction... 

VERDICT ; 9 OUT OF 10 


Tap Gear 

The Jordan racing wheel has two separate gear con¬ 
trollers, for added realism. For Formula i ‘97 you can 
use the shifters positioned just behind the wheel, just 
like the real thing. Play TOCA or Colin McRae Rally and 
go for the more traditional gearstick to the right of the 
wheel. Needless to say, you can opt for either at will - 
you don’t have to go for the realistic choice. 



The Real Wheel 

As you can see from this photo, of Ralf Schumacher’s Jordan and taken just 
before the Silverstone Grand Prix, the Official Jordan Grand Prix Racing Wheel 
has been designed around the genuine steering wheels used in Jordan 
Formula 1 cars. No wonder they look so cool. 




Competitian 

Joytech have given us an Official Jordan Grand Prix 
Racing Wheel to give away. Want to win it? Just answer 
the following question: Who owns the Jordan team? 

Answers on a postcard to: This One’s For Wheel Compo, 
extreme PlayStation, 22 Strand St, Poole, Dorset BH12 1SB. 
Entries received after 25th September will fail to qualify. 
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Racing Games 


Actua Soccer 2 
Adidas Power Soccer 
Bust a Move 
Dead Ball Zone 
Fifa '96 
Fife '97 
Fifa '98 
Jonah Lomu 
Madden NFL 98 
NBA Hangtime 
NBA jam Extreme 
NBA Live '98 
NFL Gameday 98 
NFL '97 
NHL Face Off 
Three Lions 
Total NBA ‘97 
Triple Play ‘98 
Victory Boxing 
V-Tennis 
World Cup -98 
World League Soccer 


Abe’s Oddysee 
Bubsy 30 
Chessy 

Crash Bandicoot 1 
Crash Bandicoot 2 
Croc 

Death Trap Dungeon 
Fade To Black 
Final Fantasy VII 
Firo & Klawd 
Frogger 


f A SIMPLE PHONE 
{ CALL AND YOU’VE 
V GOTTHE CHEAT 


Gex 3D 

Jumping Rash 2 
Klonoa 

Pandemonium 
Pandemonium 2 
Pitfall 3D 
Rascal 
Rayman 

Rosco McQueen 
Skull Monkeys 
Spider 

Theme Hospital 
Tomb Raider 1 
Tomb Raider 2 
Treasures of the Deep 


Bloody Roar 
Bushido Blade 
Cardinal Syn 
Dead or Alive 
Dynasty Warriors 
Fighting Force 
Mortal Kombat • Sub 
Zero 

Mortal Kombat • Trilogy 
Mortal Kombat 4 
Nightmare Creatures 
Soul Blade 
Spawn 

Star Gladiator 
Street Fighter Alpha 1 
Street Fighter Alpha 2 
Tekken 1 
Tekken 2 
Tekken 3 
Tobal Nol 
Toshinden 1 
Toshinden 2 
Toshinden 3 
War Gods 

X-Men Children of the 
Atom(IMPORT) 


Alien Trilogy 
Armoured Core 
Auto Destruct 
Bomber Man World 
Colony Wars 
Command and 
Conquer "Red Alert" 
Critical Depth 
Dark Forces 
Diablo 
Die Hard 1 
Die Hard 2 
Die Hard 3 
Doom 

Ghost in the Shell 
G - Police 
Loaded 

Machine Hunter 
Magic the Gathering 
Mass Destruction 
MDK 

Mech Warrior 2 
N20 

Nuclear Strike 
One 

Ray Storm 
Reboot 

Resident Evil 1 
Resident Evil 2 
Resident Evil Directors 
Cut 

Shadow Master 
Soviet Strike 
Steel Reign 
Time Crisis 
Twisted Metal 1 
Twisted Metal 2 
Vigilante 8 
Warhammer Dark 
Omen 
Worms 

X • Com Terror From 
the Deep 
Xevious 3D 


Cool Boarders 1 
Cool Boarders 2 
Courier Crisis 
Destruction Derby 2 
Felony 11-79 
Formula 1 
Formula 1 ‘97 
Formula Karts 
Gran Turismo 
Grand Theft Auto 
Jeremy McGarth Super 
•98 

Jet Rider 

Micro Machines V3 
Monster Trucks 
Motor Head 
Moto Racer 
Need for Speed 1 
Need for Speed 2 
Need for Speed 3 
Porche Challenge 
Rage Racer 
Rally Cross 
Rapid Racer 
Ray Tracers 
Ridge Racer 
Ridge Racer Rev 
Road Rash 3D 
San Fran Rush 
Speedster 
Test Drive 4 
Test Drive Off Road 
TOCA 

Tommi Makinen Rally 
Total Driving 
VR Powerboat Racing 
V-Rally 
WCW Nitro 
Wing Over 
Wipeout 
Wipeout 2097 


Call our 
easy-to-use 
Audio 
Service 


08901202187 


Calls cost 50p at all times, please ask permission of the bill payer 


Fax Back Service 

All the above games are now available from our easy-to-use Fax-Back Service 

Sr 08900-396990 imiHBIB 

Service Calls cost sop a mmule at all times, please seek permission of bill payer. 

Questions and enquiries to Hotline. PO Box 50. PL25 5YQ 


■ 


■ 

1 1 

■ 


■ 

1 

PlayStation 


CONSOLES 


227b Abbeydale Road, Sheffield, S7 1FJ 
Tel: 09589 401586, Fax: 0114 2217115 

PLAYSTATION UPGRADE CHIP 

FITTED £15.00 
D.I.Y KIT £10.00 

CHIPS AVAILABLE SEPERATELY (programmed or blank) 

!NEW COLOURMOD UPGRADE ! 

(play imports in colour without scart or pal converter) 
FITTED £30.00 D.I.Y KIT £25.00 

COLOURMODS AVAILABLE SEPERATELY 
please call for details 

WE REPAIR CONSOLES (please call for a quote) 

WE ALSO STOCK 
scart leads 
memory cards 
VCD players 
Doctor V64’s 
smart 11 pal converters 
PSX replacement lasers 
blank CDr’s (all brands) 

TRADE ENQUIRIES WELCOME 


■i w ii inr 




BUY - SEU - EXCHANGE 
All THE OIDEST AND 
COOIEST KIT AROUND, 
ROM TAPES TO CDs. 


NOW 
OPEN! 




CONtOLI KINO 

Saturn conversion 

£39 

Dungeons and Dragons 

£Call 

Universal Saturn 

£79 

Brave Fencer 

£Call 

Universal White Saturn 

£169 

G-Darius 

£Cail 

Saturn VCD Cards IN STOCK £65 

Generations 

£Call 

Capcom 4I\/I Cart 

£25 

Batman & Robin 

£Call 

4 In 1 Action Replay 

£25 

Puzzle Bobbie 4 

£Call 

Saturn I.C. for your own Back-ups! 



£25 


V64 CD ROM Device 


Saturn Link up cable 

£12 

(N64 Compatible) 

£229 

Scorpian Gun 

£20 

DX 256 

£29 



DS1 

£35 

Latest Saturn aames 


N64 Official Pad 

£20 

Radiant Silver Gun 

£Call 



Image Fight 

£Call 

PSX Chipping 

£20 

Capcom Generations 

£Call 

(Fully guaranteed) 




Lasers 

£35 

Playstation Universal 

£149 



PSX Explorer Card 

£28.99 

Neo-Geo CD NTSC 

£159 

Dual Shock Sony 

£20 

Neo-Geo CD NTSC Pack 


PSX 240 block memory cards £15 

+ Metal Slug 2 

£199 

Colour Dual Shock Pads £29 



Guncon Scart only 

£6 

New Neo-Geo releases 


PS I.C 

£10 

Kings Fighters ’98 


VCD Card 

£75 

Real Bout 2 


Latest Cheap SS/PS CDi's 



Radiant Silver Gun 

£55 

£25 Dreamcast deposit taken 

Rival Schools 


(guaranteed before Christmas) for 

Deep Fear 

£55 

under £399 


Pocket Fighter 

£49 



Xmen 

£49 

Latest VCD films available 

Vampire Savior 

£49 






S 

\ Dream Cast Deposit taken £25 and we guarantee to deliver for under £399 before XMAS! Please help I 

1 us get some idea of Demand! We will return your deposit if we break this promise! 


1 Please send cheques/postal orders payable to Console King. 


1 Cash sent registered only! 




Console King, PO Box 6, Narberth, Wales SA67 7YG 


VJ9) 

Tel: 0410 425019 ‘Tel/Fax: 01437 769357 



1 

1 • All Major Credit Cards accepted. DreaiTICaSt.. | 



























































Editor 

Ian Osborne 
iano @ quaynet.co.uk 


REVIEWED & RATED... 


Bio Freaks 

Tekken 3 

Duke iVukem: 

Baby Universe 

Time to Kill 

G.Darius 

B-IVIavie 

Assault 

IVIaclden IMFL ’39 

5X.A.R.S 


'7 




ZVICTORY 


Baxi<\iG 



FULL REVIEW OF 




Staff Writer 
Russell Barnes 

Editorial Contributors 
Alan King 
Doug Williams 
Mike Cook 

Advertising 
Jonathan Shaw 
jshaw® quaynet.co.uk 

Overseas Licensing 

Dave France 

df ranee @ quaynet.co.uk 

Managing Director & Publisher 
Neil Harris 

nharris@quaynet.co.uk 


Published by 

Quay Magazine Publishing Ltd 

22 Strand Street 

Poole 

Dorset 

BH151SB 

Tel; (01202) 679000 
Fax: (01202) 679002 


Subscriptions & back issues 
The subscription rate for 13 issues is 
£26 (UK), £35 (EU) & £65 (World) 
subs@quaynet.co.uk 

Distributed by 
Seymour Distribution 

Cover artwork supplied by 
GT Interactive 

Thanx & Respect to: 

Pete Devery @ Sony Computer Entertainment 

Nathan Wilson @ Ocean 

Suzie Hamilton @ Core Design 

Steven McKevitt, Martin Bramall @ Gremlin 

Interactive 

Glen O’Connell, Gary Nichols, Johnathan Fargher @ 
Psygnosis 

Lidia Stojanovich @ Interplay 
Nick Grange, Simon Callaghan, 

Simi Belo @ Electronic Arts 

Ben Le Rougetel @ Activision 

Simon Valins @ Ascii Entertainment 

Greg James @ Codemasters 

Kev Shaw @ Eutechnyx 

Dave Warrilow @ Fire International 

Paul Kluge @ Mindscape 

Julia Coombs @ Grolier Interactive 

Christina, Ciaran, Jamie, Mark, Simon @ Bastion 

Simon Smith-Wright @ Acclaim 

James Sevan @ Virgin Interactive 

Tony Mott @ Konami 

Tom Hedges @ JVC 

Steve Starvis @ Eidos 

And anyone else who knows us! 

extreme PlayStation is a fully independent publica¬ 
tion and is in no way an officially licensed Sony 
Computer Entertainment product. The views 
expressed herein are not necessarily those of Sony 
Computer Entertainment or its third party software 
publishers or developers. 

No part of this magazine may be reproduced without 
the written permission of the publisher. 

© Quay Magazine Publishing Ltd 
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Tel: 0113 234 1116 
Tel: 0113 230 6007 

Open: Mon-Sat 10ani-7pni, Sun 12pni-5pni. 



:T? 


No 1 for mail order and service. First with all new releases 






M4S1470 LWJS: 
V,’"r."I xoi 


BOMBERMAN^. 

CHORO Q 64. 

FZEROX . 

FIGHTER NEXTREME 

MARIO KART 64 . 

TAMAGOCHI . 

.^HFSXrORY.. 


.CALL 

....CALL 

...i:‘54.99 

.^ 9.99 

.CALI. 

.CALL 

....CALL 
.CALL 


FI WORLD GRAND PRIX 


V.M.S GODZILLA - IN STOCK NOW . 
f DREAMCAST UNIT (NOV 20lh) 


RADIANT SILVER GUN.£49.99 

VAMPIRE SAVIOUR (WITH 4 MB 

MEMORY CARD).59.99 

VAMPIRE SAVIOUR (WITHOUT 4 MB 

MEMORY CARD).£49.99 

MEN VS STREETFIGHTER.£59.99 


COMING SOON ^™ 

PI 


^TAPCOM GENERATIONS 1.2, -i- 3 
EHRGEIZ 

FINAL FANTASY VIII 

METAL GEAR SOLID (3rdSEPT-JAP) 

PARASITE EVE(U.S.) 


NINTENDO 64 


SATURN (ALL JAP )T 


Next day delivery • Over 200 Import PlayStation games in stock 
10 Mill Hill • Leeds • LS1 500 (near Railway Station/City Centre) Tel:0113 234 1116 Fax: 0113 234 1117 
Also at: 3 The Parade • Stonegate Rd • Leeds • LS6 4HZ • Tel: 0113 230 6007 • Fax 0113 230 5031 


CAPCOM GENERATIONS 1.2, + 3 
COTTON BOMBERANG 
KING OF FIGHTERS COLLECTION 
MARVEL VS STREET FIGHTER 
SHINING FORCE 3 PART 3 




mm ummtii immw i 


New releases coming on all systems daily • Ring for details • Best deals on part exchange • Lots of back catalogue games m stock on 
all systems • Trade enquiries welcome • Wide range of N64 second-hand games from £24.99 


FIGHTERS DESTINY.£54^ 

FORSAKEN.£54.99 

GT64. . „..CALL 

-1 WT.Sjvin N IMPOSSIBLE.,... SLOW 

MORTAL KQMBAT4. m.99 

MYSICSLNTNJA. ’ . £49.99 

(^AKE.._...^ . £54^9 

.£54^9 

SNOWBO KIDS. £49.99 

WAIALAL COUNTRY CLUB GOLF_ £^S9 

WETRIX. .^49.99 

WWF mRZONE J .CALL 

YOftHI^ STORY £49^ 


DIDDY KGHG RACING 

DOOM™.. 

DUKENUKEM. 

FIFA 98.. 

H^N. 

ISS64... 


MARIO KART.£29.99 

MULTI RACING CHAMP.£29:99 

SAN FRANSECO RUST. —n oQQ , 

SNOWBOW KIDS...^.€44^ 

FOX -I- JOLT PACK. 

STAR WARS.-. £22:99 

YOSHFS ST(JRY..£44.99 


ALUNDRA.£49.99 

AZURE DREAMS.£49.99 

BRrarH OF FIRE 3.£49.99 

FINAL FANTASY TACTICS.£49.99 

FINAL FANTASY VII.£49.99 

GRAN STREAM SAGA.£49.99 

KINGS FIELD 2.£49.99 

SAGA FRONTIER. . .S9.99 

TACTICS OGRE..£49.99 

WILD ARM^ ^^^^^^....£49.99 

"burning R^^^|^BK...£29.99 

CASTLEVANIA..•^^9.99 

D^D ORAUVE.£49.99 

DEEP FEAR.CALL 

GALAXY FORCE 2.£44.99 

HOUSE OF THE DEAD.CALL 

KING OF FIGHTERS.CALL 

POCKET FIGHTER.CALL 


VIGILANTE . 

WWFWARZONE . 

■^M EN^ STREET FIGHTER 


.£44.99 

.£49.99 

.£49.99 


lAP PLAYSTTVnON GAMES 

pr NEW RELEASES i 


; BIOHAZARD 2 (R.EVIL 2).£34.99 

' BOMBERMAN WORLD.£39.99 

BOMBERMAN FANTASY RACE ...£54.99 
BRAVE FENCER(-f-FINAL FANTASY VIII 

DEMO).£59.99 

BUSHIDO BLADE 2.£39.99 

DEAD OR ALIVE.£49.99 

G DARIUS.£54.99 

GRAN TURISMO.£39.99 

GUN BARL(POINT BLANK 2).£54.99 

KING OF FIGHTERS.CALL 

PARASITE EVE.CALL 

POCKET FIGHTER.£54.99 

PUZZLE BOBBLE 4.£54.99 


RIVAL SCHOOLS (2 DISC Ltd Edition) ...£59.99 

R TYPES.CALL 

SILHOUETTE MIRAGE.CALL 

TEKKEN 3.£39.99 

TENCHU.£54.99 

THUNDERFORCE 5.£49.99 

TRAP GUNNER.£54.99 


XI (SAI).CALL 

BLAi>T6 . £44.99 

DEAD OR ALIVE.£49.99 

EINHANDER.£49.99 

GRAN TURISMO.£44.99 

MORTAL KOMBAT 4.£49.99 


POCKET FIGHTER.£44.99 

RESIDENT EVIL 2.£49.99 

ROAD RASH 3D.CALL 

STREET FIGHTER COLLECT.£49.99 

TEKKEN 3.CALL 


IK PLAYSTATION GAMESj 


ALUNDRA..£33.99 

CASTLEVANIA.£24.99 

COOL BOARDERS 2.£29.99 


PlayStation* 


COLIN MCRAE RALLY.£36.99 

DEATHTRAP DUNGEON.£33.99 

GEX 3D.£32.99 

GRAN TURISMO.£34.99 

GRAND THEFT AUTO.£28.99 

HEART OF DARKNESS.£34.99 

KULA WORLD.£32.99 

MOTOR HEAD.£32.99 

NEED FOR SPEED 3.£32.99 

ODD WORLD ABES ODDYSEY.£24.99 

POINT BLANK(WrrH GUNCOM).£49.99 

POlNTBLANKIWniKXJrGUNOOM) ....£32.99 

PREMIER MANAGER 98.£36.99 

PREMISE MANAGER 9&fMEMORY CARD .. .£46.99 

RESIDENT EVIL 2.£37.99 

SONY DUAL SHOCK PADS.£21.99 


STREET RGHTER COLLECT.CALL 

STREET FIGHTER EX.£29.99 

TEKKEN 2.£17.99 

TEKKEN 3.£LOW 

TIME CRISIS 4- GUNCON.£48.99 

TOCA TOURING CARS.£31.99 

TOMB RAIDER.£17.99 

TOMB RAIDER 2.£32.99 

VIGILANTE 8.£32.99 

I WWF WARZONE ^^^^^n.CALL 


1080 SNOW BOARDING .™^....£49.99 

BANJO & KAZOOIE...£LOW 

DIDDY KONG RACING.£49.99 


HNG(PAL-AUS} 


BANJO & KAS)IE...£49.99 

BLAST CORPS.£.3a99 

GOLDENEYE. —f.vm 

LYLAT WARS JOLT PACK.,^45.99 

MARIO 64. £38.99 

MARIO KART 64. f'HTQ Q 

MISSION IMPOSSIBLE.^LL 

MORTAL KOMBAT 4.__*-..-„CALL 

MYSTICALMNJA.C7HX 

QUAKE.£39.® 

SNOW BOARD KIDS...£34.99 

TOP GEAR RALLY.£39.99 

TUROK.i33.99 

WETRIX. £34=® 

WORLD CUP 98. -....i:44.99 

YQSHFS STORY CALL 
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BEU SPECIAL EEFECTi 

THE non SPECTAEBIJH IOOKIH6 OAnE HE'VE EVEB PLATED 

<) 0 % 

EXTREME PLATUATION 
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